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A Fantasy Role-Playing Simulation by D.W. Bradley 


. • CRUSADERS 

of the 

DARK SAVANT 



Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 
It's everything Bane was...and more. 

256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects * Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 


SIR-TECH 

Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 

1 - 800 - 447-1230 
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GAMEBYTES 
Short takes on 
several new titles 
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ELECTRONIC ARTS 
GOES EDUCATIONAL 
The entertainment software 
giant makes a strong debut in 
one of today's fastest growing 


3RD ANNUAL 
PC ENTERTAINMENT 
AWARDS 

Thanks to a host of outstand¬ 
ing titles ushering in new 
standards for PC games, our 
1992 awards balloting was the 
tightest to date. 


WHAT'S AHEAD: THE 1993 
WINTER CONSUMER 
ELECTRONICS SHOW 
1993 is shaping up as a 
watershed year for entertain¬ 
ment software. Here's a 
detailed look at what you can 
expect in the next few months. 
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ULTIMA UNDERWORLD II 


HUMANS 

WAYNE GRETZKY HOCKEY 3 

NFL VIDEO PRO 


COLUMNS 


ALTERNATE LIVES 
Neil Randall explores SSI's 
Legends of Valour, the first 
direct competitor to the 
Ultima Underworld series. 


THE DESKTOP GENERAL 
Empire's Campaign offers a 
unique approach to war 
gaming—but does it succeed? 
William Trotter is back from 
the front with a full report. 


THE LEARNING GAME 
Four new educational titles 
prove that learning science 
and having fun aren't 
mutually exclusive. 
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AGAINST DRUGS 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some people are terrific, and even the prices are competitive. So 
real fun. When you’re online with GEnie® Multi-Player put some new life into your joystick, and sign on. We’ll see 

Games, you’re playing real people, in real time. Some of just how good you are. □ Sign up now: I. Set your modem 

the best players around the world. □ Splash a bandit in Air for half duplex (local echo) at 300, 1200 or 2400 baud. 
Warrior®, and you’ve just taken out eight other guys, who’ll 2. Dial toll free — I -800-638-8369. Upon connection, enter 

be back gunning for you. Blast a MechWarrior'® in Multi Player HHH 3. At the U # = prompt, enter XTX992I9, Play 

BattleTech™, and who knows? Could be that jerk from the then press RETURN 4. Have a major credit card or your 
coast. Could be a mercenary who’s looking for a few good checking account number ready. □ For more information 
friends. □ With GEnie, the possibilities are endless, the in the U.S. or Canada, call 1-800-638-9636. 



GEnie. 

multi-player games 

100% ORGANIC OPPONENTS 
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CACHE ROM C&T 286 IPX DRIVERS UMB 386MAX QUAT.TTASt* BLUEMAX 486SX BUFFER! 


Itsonethingto be shutdown in the middle of a game,but 
without adequate memory you’ll never get off the ground. 


Insufficient 

Memory 


T ) get today’s hottest computer games up and running, 
your computer needs increasingly vast amounts 
of conventional memory - the first 640K of memory 
found on nearly every PC compatible system. The same 
memory your mouse, CD-ROM and other peripherals 
compete for, as well. 

Adding memory chips won’t help. And 
running DOS 5 usually isn’t enough. 

What you need is 386MAX? It’s the highly 
advanced memory management software 
that recovers wasted memory on your 
system, so it can make more memory avail- 

programs that need it. Hie IntelligentlVIemory Manager 


Best of all, it does it more easily and reliably than 
any other way. Just type “maximize” and 386MAX does the 
rest, automatically analyzing your system and configuring 
it for maximum memory and optimum performance. 
Which is why we call it The Intelligent Memory Manager. 
And why BYTE Magazine said “it’s so easy to 
use and offers such significant benefits that it 
should be part of every system.” 

So, if you want to play today’s most 
challenging games, but you don’t want to run 
out of memory, run out and get 386MAX. Or 
call 1-800-676-0386 to order. At just $99.95, 
it’s by far the best flight 
insurance money can buy. 
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If h played any faster 
it'd be a flight simulator. 

Tired of slow play? Well, theres no waiting around with Greens instant screen 
redraw. Spectacular 256 color 3-D graphics set you up for your next shot as 
soon as the ball stops rolling. 























SHERLOCK HOLMES, 

MAGIC POCKETS CONSULTING DETECTIVE 

VOLUME II 


Okay kid, listen up. You've got 
pants pockets that you just 
can't fUl, no matter how you 
stuff them. Pretty cool, huh? 
But when all the toys you've 
stowed disappear—stolen by 
the grumpy denizens of 
Pocketland — you realize that 
you'll have to turn the pants 
inside out and go on a 


In Magic Pockets, devel¬ 
oped by the Bitmap Brothers 
and published by Konami, 


nerable while spinning, but 
spins don't last long, so have a 
pocket power at the ready. 

A low-energy pocket 
power might terminate an en¬ 
emy, but a fully powered one 
could imprison it. And when 
you destroy a trapped monster 

Thing, chock-full of points or, 
better yet, a special item: a milk 
bottle good for an extra life, or 
a cup of java that flips BK's 
pocket powers into overdrive. 

Pocket powers change as 







































It makes J-8s cry and 
MiGs fighting mad. 


No jet fighter frustrates 
enemy planes more easily than 
the incredible Harrier Jump Jet. 

That's because the Harrier can 
baffle opponents with sudden 
mid-air stops. It takes off and 
lands vertically. It hovers. It even 
flies in reverse. 

Take full control of the world's 
most unique strike fighter and 
tear through ultra-realistic 
battle theaters in Hong Kong 
or the Falklands. Face ruthless 
opponents along front lines. 
Land in secret hides. Perform 
wild ski jump-assisted take-offs. 
And fly action-packed missions 
with a friend as wingman 




PROSE 


Seriously Fun Software 












BATTLE ISLE SCENARIO DISK KGB 

VOLUME ONE 
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“(TRISTAN) should be a big winner.” 



i n pinball. 


Enjoy the 
Excitement of 
Real Pinball! 

• Authentic Ball Action 

• Wild Pinball Devices 

• Fabulous Sound 



Compatible with Windows 3.x, Sound Blaster™, 
Adlib Sound™, and 256 color VGA. 









KID WORKS 2 


BRIDGE MASTER 















































Become the Work 


The “Conquered Kingdoms” 
computer game is IBM PC anc 
soon to be Amiga compatible, 
can be obtained through your 
favorite retailer or ordered dire 

Calln9 1-908-788-2799 

©1992 Q.Q.P. All rights reser 


• NINE BEAUTIFUL SCENARIOS. 

• A RANDOM MAP GENERATOR. 

• UTILIZE BASIC HUMAN UNITS, THE 
FANTASY UNITS OR BOTH. 

• 21 LEVELS OF PLAY (STRONG Al). 

• MODEM PLAY. 

• COMPLETE GAME SCORING HISTORY. 

• RICH IN STRATEGY AND TACTICS. 

• SEVERAL FULL CAMPAIGN 
CONQUESTS. 


Plunge into a medi 
conquer Cascatia, 


it to your 
i across t 


become i 
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Vote far this issue’s best 
advertisment! 

Tell us what ad you think is the 

coolest:, 

the 

freshest, 

and the 

most informative. 


• My favorite ad is 
l The title is_ 


MAIL TODAY TO: 

Game Players Best Ad Contest 
Game Players PC Entertainment Guide 
PO Box B9364 
Greensboro, l\IC 274B9 


Send in your ballot 
TODAY- and you'll 
be eliyible to win 
your choice of a 
Game Players 
t-shirt or Game 


Players PC 
Encyclopedia! 
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THE 

SECOND 

WAVE 





























For sheer realism, no simula¬ 
tion matches the performance 
of Links 3 86 Pro. No other golf 
game does as good a job of 


It's part movie script and part 
American History lessons, but 
Time Riders is all fun. The goal 
is to unscramble historical 
headlines and find out Who did 


Setting a new visu^lSandard, 
Ultima UnderwoMAoes a great 
johconvincing you that you're 
really moving through corri¬ 
dors as you fight, think, and 
negotiate your way from level j 
to level. The mouse-based in¬ 
terface is superbly designed. 


GAME OF 
THE YEAR 


M. 




The storyline—haibased on an 
Indy movie — is topnotch. The 
game's plot (Jones and psychic! 
Sophia Hapgood try to prevent 
the Nazis from using the se¬ 
crets of Atlantis to rule the 
world) is delivered,with out¬ 
standing graphics and anima¬ 
tion, and a truly wonderful 
soundtrack. Much of the credit 
.for Atlantis'saccess fs due to its 
replay value, thanks to three 
different play modes. 

Game story and design: 
Hal Harwood and IMoah 
Falstein 


What, and Where and When 
they did it. Covering the years 
1492-1905, Time Riders includes 

145 historica^evems e and b l 14 




gamers with its smooth-scroll¬ 
ing graphics, lifelike sound ef¬ 
fects, and challenging mazes. ' 
If s success has spawned a rej» 
tail version ^pear of Destiny, 
'■from Formgen. 


. Jfi 

iting the experience of 
heading out to the course and 
playing a round. Access took a 
bit of risk in requiring Pro users 
to have an SVGA card, plenty 
of RAM, and, of course, a 386. 
But by listening to the sugges¬ 
tions and complaints of Links 
owners. Access has created a 
"must see to believe" golf sim. t 
Game design: Bruce Carver 


Id Software 

One of the most talked-about 
games of 1992, Id Software's 
Wolfenstein 3-D hit the market 
as shareware distributed by 


































THEY'RE BACK... 

with new skills, for a new world!!! 


production designed by 
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The Modern Version Of The Award Winning Classic 


By Mark Baldwin and Bob Rakosky 
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Whe strangest things happen in fairy tales—but nothing so strange as 
II the experiences you will encounter in your travels as Cornelius the Elf. 
Vy Your true love, Elisa, has been Abducted by Necriious the Not Very 
Nice, and imprisoned in his dark and formidable castle. To reach her, you 
must traverse enchanted woods, underground mines, jungle swamps and 
snowcapped peaks, where bizarre, villainous creatures and devious puzzles 
will test your mettle every step of the way! j 


Electronic Arts 

(Distributor) 
1450 Fashion Islai 
San Mateo, CA 
94404-249"’ 

(800) 245-4525 
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Special Bonus: 




r ou purchased a high-end system for its blazing speed, added power and stunning 
graphics. So why settle for a screen saver that doesn't take full advantage of its 
capabilities? 

ORIGIN FX is the next-generation screen saver, with 256-color, high-res graphics* 
running under Windows ". It's just what you'd expect from ORIGIN, the entertainment 
company that brings you the award-winning Wing Commander and Ultima series. 

But whether you're a game player or not, you'll enjoy amazing animations, sensational 
sound**, and innovative images. ORIGIN FX is a great way to showcase your system, 


Stack the odds in your favor — 

With a screen saver for high-powered PCs. 


ORIGIN 


sSORIGIN t i 

UleCAffite \ucaJLm- 
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a s governor of a province of the Roman Empire you must 
build cities for the good of your people. Fortify your 
cities with walls & towers - but should your defences fail, 
you must command legions to crush the hostile barbarian 
tribes! Success will lead to promotion -and ultimately, the 
very best may rise to become... Caesar! 

Battles may also be fought out in detailed, animated combat using a 
much enhanced version of Impressions’ Cohort (Cohort II will be 8 
available separately). 


Impressions 


Committed to Excellence in Strategy Entertainment 




nington, CT 06032 
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game play conflict. Campaign 
comes do wn a t least once on the 
side of game play by having on¬ 
screen "production centers" 
that feed replacement convoys 
into the front lines. In reality, of 
course, no sane army would 
position its factories so close to 
the front, but their inclusion 
does open up a new type of 
objective, and bombing them 
gives the air force something to 
do between battlefield sorties. 

Campaign tries — as hard 
as any war game I've ever seen 
— to be all things to all players. 
The question is not whether it 
succeeds; no one game can, 
given the limitations of both 
computer hardware and the 
human brain. The important 
issue here is how close it comes 
in how many different areas, 
and Campaign does a fine job in 
many regards. In my opinion, 
the best system for a 'layered" 
war game (strategy as the icing, 
tactics as the cake-layers) is the 
onedeveloped by Gary Grigsby 
for Second Front , wherein you 
get a blow-by-blow report of 
the tactical action without any 
attempt to portray it visually. 

Campaign tries to have that 
cake and eat it, too, and while 
the battlefield scenes still smack 
too much of an arcade shooter, 
the other aspects of the game 
are extremely well-conceived 
and engrossing to play. I came 
awayfrommyhoursspentwith 
it with a feeling of great respect. 
Games such as this, in their 
impact on the genre, ha ve a fer¬ 
tilizing effeet; they suggest new 
points of view, new interfaces, 
and new design parameters. 
Our hats are off to Empire for 
Campaign. 


It’s cause for rejoicing when a superior 
product comes seemingly out of 
nowhere — one that not only delivers 
what it promises, but that does so 
without any glaring weaknesses in 
installation or game play. 


work rather well, suggesting the 
chaos and violence of a large- 
scale armored action. 

Two problems werenoted; 
whether or not they are major 
flaws depends on what expec- 
tationsyoubringtosuchagame. 
First, the tanks simply move 
too fast for the scale of the art¬ 
work—thesebabiesscootalong 
at upwards of 50 mph. True, the 
Panthers move slower than the 
armored cars, but they all still 
move too fast for comfort. The 
other problem lies in manning 
the guns. Unlessyou setup with 
two joysticks — one to control 
steering and another to handle 
the turret gun — you can only 
train and fire the gun using 
keyboard control. Specifically, 
the "L" and "G" keys to train 
the weapon, the "F" and 
keys to elevate and depress, and 
the space bar to fire. 


mudyexceptthatthe computer- 
controlled gunners tend to con¬ 
sistently shoot behind their 
moving targets (didn'tanybody 
train them to lead?), causing 
you to waste a lot of rounds 
before scoring a hit. 


A simple mouse-con¬ 
trolled ring-sight would be 
much-appreciated, especially 
since the only way you can cor- 
rectthefall of shotisby eyeballing 
the trajectory and compensating 
(often while moving at 45-50 
mph). You need to be an octo¬ 
pus to do this andmanually steer 


;telepathic,but 
I admire the way Campaign's 
designers have made their 
choices and swallowed the in- 


wieldy has been made manage¬ 
able and attractive. 

Where realism and eas 


Battlegroup hi 8 GMU Hellcat - 

























THE ISIEXT GENERATION I INI 
TWO PLACER SCIENCE FICTION 
STR ATE'Gy' EMTE RYA I INI IVI ENT 


* 


Coming Soon 
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F omented releases 

have recently ap¬ 
peared on the edu¬ 
cational software 
shelf — Quarky & Quaysoo's 
Turbo Science, Dinosaur Adven¬ 
ture, Space Adventure, and Body 
Illustrated. Each is unique, ex¬ 
emplary in its area of focus, 
packed with solid science, and 
nicely presented with attrac¬ 
tive graphics and appealing 
sound. Best of all, these titles 
are clearly educational. With 
the American educational sys- 

with students in need of great 
teachers, challenging material, 
and a foundation of 
basic skills, this is 
good news. There's 
no question that sci- 

whether it's used in 
the home or in the 
classroom, can be a 

supplement. 

Users from 9 to 
14 wiB find Quarfa/ & Quaysoo's 
Turbo Science, from Sierra, a 
blast and a half. Basically a 
drill-and-practice program 
with a decidedly upbeat motif 
(you must correctly answer 
science questions in order to 
earn money and compete in a 
race around Goopville), Turbo 
Science takes off where m 


similar programs stop. Sure, 
some of the questions are stan¬ 
dard multiple-choice fare, re¬ 
quiring little more than a good 
memory to answer. But other 
questions are not so simple — 
and this is where Turbo Science 
distinguishes itself. 

To provide students with 
some hands-on data manipu¬ 
lation, Turbo Science includes 
an on-screen tool kit with a 
variety of measuring devices 
including a light meter, a tape 
measure, a scale, and a voltage 
meter. Single-step experiments 

climber?), and multi-step ex¬ 
periments (which of three ob¬ 
jects has the greatest density, 
assuming they all occupy the 

clicking the tool-kit icon, se¬ 
lecting the appropriate instru¬ 
ment, and taking measure¬ 
ments. Only rarely are the 
measurements alone sufficient 
to answer the question. More 
often, the numbers derived 
from the measurements are 
only a part of the information 
required — the rest must be 
figured out from a knowledge 
of the specific physical science 
fact involved. 

What's even more exciting 
from an educational perspec¬ 
tive is the unique way that 
Turbo Science gets kids to in¬ 
crease their knowledge of sci¬ 
ence facts. When faced with a 


the safest thing to do is to click 
the 'Tm looking-it-up" icon. 
Time immediately stops and a 
hint window containing a spe¬ 
cific page reference pops up. 



Din 


■Adventure 


Checking out that page in the 
companion Research Guide 
always answers the question. 
And despite the often silly ap¬ 
pearance of the cartoons in the 
150-page guide, information is 
presented factually, using 
proper science vocabulary. 
What's offered is solidly 
grounded science, filtered 
through the kind of comedy 
that appeals to youngsters 
working independently. 

If Turbo Science's 20 dif¬ 
ferent locations, thousands of 
multiple-choice questions, and 
cool animation sequences 
make for a science-with-en- 
tertainment approach. Space 
Adventure and Dinosaur Ad¬ 
venture, published by Knowl¬ 
edge Adventure, are ex¬ 
amples of science education 
through open exploration. 
These huge databases of glo- 




















|§ include the his¬ 
tory of the space 
program and a 
huge section 
devoted to the 
irchfor 



:-s graphics, lengthy 
textual explanations, full-mo¬ 
tion video, interactive games 
and simulations, lovely audio 
sound effects, and musical in¬ 
terludes are fantasy play¬ 
grounds for the inquisitive. 
Regardless of topic, these in¬ 
teractive environments en¬ 
courage the curiosity seeker to 
take time to wander and thor¬ 
oughly explore a single topic 

Dinosaur Adventure is a 
combination of free-form re¬ 
search and preschool drill. In 
the research section, you can 
move through the data base by 
clicking on major topics from 
Herbivore to Fossils, use 
weight and length sliders to 
compare one dinosaur to an¬ 
other, or look at the world of 
dinosaurs from a geographi¬ 
cal perspective. 

Other main-menu options 
include a read-aloud Dinosaur 
Story book, the relatively silly 
Name-A-Saurus and Read-A- 
Saurus Games, and six dino- 

More dramatic when 
taken as a whole is Space Ad¬ 
venture. In addition to the vast 
collection of images accessible 
through major topics such as 


ring historical moment made 
even more vivid by its presen¬ 
tation on the computer. A 


to reproductive. Whether you 
choose one or choose them all. 
Body Illustrated keeps records 
of what you've done, and what 
you should do next. 

Most importantly. Body 
Illustrated is a visual and audi¬ 
tory treat. Digitized speech 
routines carefully pronounce 
the names of each part of the 
body, while three-dimensional 
models are color-coded to rep¬ 
resent the location of the part 
under study. Models can be 
rotated horizontally or verti¬ 
cally, making it easy to exam¬ 
ine each part more carefully. 


With the U.S. educational system 
scrambling for funds, and with 
students in need of great teachers, 
challenging material, and a 
foundation of basic skills, this 
foursome is good news indeed. 



Body Illust 
Rockets, Human Exploration, 
Robotic Exploration, Science, 
Solar-System, Universe, and 
Science-Fiction, there are four 


rather limited game option will 
send youbackthroughthedata 
base looking for particular im¬ 
ages and specific facts, but the 
value in Space Adventure is in 
free exploration rather than 
any structured investigation. 
Both Knowledge Adven- 

whelming in breadth and 
depth. Fortunately, an alpha¬ 
betical index makes finding 
specific images easy. It's easy 
to spend hours clicking and 
pointing, pointing and click¬ 
ing around the data base — 
but it's time well spent in the 
interests of curiosity and the 
name of education. 

Quite different in ap¬ 
proach, in feel, and particu¬ 
larly in content is Body Illus¬ 
trated, a computerized 

dook irom Spirit of Dis¬ 
covery. Why rely on a dull 
text when you can study 
human anatomy at the 
foot of a teacher who be¬ 
lieves in only the best 
VGA graphics, zoom op¬ 
tions, and painless quiz¬ 
zes? If I had to learn the 
name and function of 
every major part of the human 
body, this would be the way 
I'd want to do it. There are 13 
pre-set lessons covering all of 
the body's major systems, from 
skeletal to nervous, endocrine 


Complete textual descriptions 
of a part and a brief summary 
of its function accompanies 
each image as well. 

Aword-searchoption 
on the help menu makes 
it easy to find a specific 
term, and other menu 
switches cycle the graph¬ 
ics and text through a se¬ 
ries of related images, and 
display either a menu of 
body systems or a whole- 
body view of the selected 
system. Move within a 
system by clicking on the im¬ 
age, or on the name of the de¬ 
sired part. Other options in¬ 
clude a competitive quiz mode 
and an encyclopedia of body 

^^Turbo Science is drill-and- 
practice with an entertainment 
bent, the two Knowledge Ad¬ 
venture titles are open-ended 
research tools packed with vi¬ 
sual images, and Body Illus - 

anatomy textbook. All four 
programs demonstrate the 
considerable expertise of their 
developers, the educational 
mettle of their designers, and 
the visual capabilities of 386 
machines equipped with VGA 
graphics. Best of all, they're all 
good science teachers, and 
welcome additions to the 
Learning Game. 




























REVIEWS 


HIGH COMMAND 


JEFF SEIKEhl 


Category: War Same 

Publisher: Colorado Computer 
Creations 

Developer: Colorado Computer 
Creations 

Rating: IRlbi 


\A/orld War II in Europe 

gether remarkable affair, and 
so is High Command, a strategic- 
level simulation of the conflict 
from Colorado Computer Cre¬ 
ations. The game's scope is un¬ 
precedented, for it doesn't re¬ 
strict itself to re-creating only 
the military aspects of the war. 
Rather, Command takes the 

land, air, and naval campaigns, 
and fits them into a fully real¬ 
ized economic and political 
framework. And it does so in a 
thoroughly seamless manner. 
Mostsurprising of all, however, 
is that High Command was not 
created by established design¬ 
ers moonlighting from one of 
the major software houses, but 



is the handiwork of a couple of 
war-gaming enthusiasts who 
created the game in their spare 

In many respects. High 
Command is reminiscent of Ac¬ 
tion Stations!, another home¬ 
grown program that astonished 
war-gamers a few years ago. 
Like Action Stations!, High Com¬ 
mand boasts a sophisticated, 
super-detailed design, the in¬ 
tricacies of which are docu¬ 
mented in a manual that runs 




tions are resolved simulta¬ 
neously. Fog-of-war is also ac¬ 
counted for with quite elabo¬ 
rate rules governing the detec¬ 
tion of enemy units. Even a con¬ 
cept as basic as unit strength is 
handled in a sophisticated fash¬ 
ion. Every unit has a combat 
factor, but this only reflects its 
raw strength; the unit's actual 
effectiveness in battle also de¬ 
pends on its organization level 
and combat rating. 

High Command has surface 
detail aplenty. However, the 
real brilliance of the game lies 
not in its parts, but in the way 
the whole design fits together. 
Military, economic, and politi¬ 
cal concerns are inextricably 
linked, with decisions in one 
department either directly or 


the other two. Nowhere is this 
more evident than in the busi¬ 
ness of resource allocation. Not 
surprisingly, a large share of 
your industrial output must go 
toward the construction of new 
units to reinforce your armies 
in the field. At the same time, 
some of your production needs 
to be plowed back into the 
economy to support long-term 
economic growth. Finally, con¬ 
sideration must be given to how 
many economic points should 
be diverted toward political 
ends, such as financing diplo¬ 
matic overtures or intelligence 
operations. 

As it should beinagameof 
this scope, the challenge is to 
devise a coherent strategy that 
balances short-term needs 
againstlong-term goals. Butthis 
is easier said than done, par- 


longer than 
many novels. For 
precisely the 
same reasons, 
neither game is 
suited for mass 

But diehard war- 
gamers have 

be delighted, for 

unquestionably 
developed by — and intended 
for — their own kind. 

Version 1.0 of High Com¬ 
mand actually made its debut 
last summer, and while the 


game's immense promise was 
obvious, so were its problems. 
In particular, its convoluted 
mechanics channeled most of 
the player's energies into bat¬ 
tling the interface rather than 
the enemy. To the credit of Colo- 
rado Computer Creations, 
though, they recently issued an 
upgrade (mailed free of charge 
to Version 1.0 purchasers) in 
which they overhauled the in¬ 
terface, fixed a number of bugs, 
and generally ironed out a lot of 
the kinks in the program. It still 
isn't a perfect game (a state¬ 
ment which probably applies 
to every game ever released), 
but at least it's a vastly more 
playable one. 

High Command looks very 
much like a board game trans¬ 
ferred almost directly to a com¬ 
puter screen. It plays like one, 
too, as each monthly turn fol¬ 
lows a rigid sequence, with 
separate phases for land, air, 
and naval movement. But the 
resemblance only extends so far, 
for High Command also does 
things thatnoboardgamecould 
duplicate. For instance, within 
each phase. Allied and Axis ac- 
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ticularly in the realm of eco¬ 
nomics and diplomacy, where 
your initiatives may not bear 
fruit until one or more years 
have passed. If High Command 
teaches anything, it's that stra¬ 
tegic planning requires pa¬ 
tience, discipline, and fore¬ 
thought. Historically, Hitler 
was deficient on all three counts, 
and his frequent policy flip- 
flops and procrastination were 
major factors in Germany's de¬ 
feat. 

There's no denying that 
High Command is a tremen¬ 
dously complex game; in fact, 
one could argue that its com¬ 
plexity is integral to its appeal. 
But the complexity never 
reaches intolerable levels, in 
part because the program al¬ 
io ws you to hand over any func¬ 
tion you like to the computer. If 
themechanics of resource trans¬ 
portation strike you as so much 
minutiae, you have the option 
of ignoring the matter entirely. 

It also helps that the de¬ 
signers have done an outstand¬ 
ing job of making the game as 
accessible as possible, begin¬ 
ning with a 15-page tutorial 



chapter in the manual that 
walks you through a special 
introductory scenario. While 
most games would have 
stopped here. High Command 
goes a step further by supply¬ 
ing four additional learning 

layer on more rules and detail. 
Once finished with these, you 
should feel prepped and ready 
to tackle a full-fledged cam¬ 
paign scenario. High Command 
gives you a choice of five, each 
of which picksupthewarfrom 
a different starting date and 
continues until one side has 
capitulated. 

As noted earlier. High 



Command's 
striking achieve¬ 
ment is that it gives 
the political and 
economic dimen¬ 
sions of warfare 
their full due. The 
game is less 
cessful,h 

its treatment of 
things that fall 
strictly within the military do¬ 
main. Version 1.1 corrected one 
of the design's more egregious 
problems by toning down the 
impact of air strikes on ground 
targets. Yet, naval bombard¬ 
ments still have the ability to 
devastate land units to a ridicu¬ 
lous extent. If offshore attacks 
by naval units had been this 
effective in the real war, the 
Allies never would have both¬ 
ered to invade at Normandy. 
Instead, they would have sailed 
up and down the coast and sim¬ 
ply shelled the Germans into 
submission. 

Of considerably more con¬ 
sequence, though, is a problem 
that might best be described as 
one of scale. In general, land 
units in the game represent a 
sort of a cross between a single 
corps and an army. While this 
bit of abstraction is perfectly 
acceptable. High Command runs 
into trouble because the size of 
the units doesn't mesh with that 
of the map. This fact becomes 
painfully obvious as soon as 
you survey the situation in the 
east: neither the Germans nor 
the Russians have anywhere 
near enough troops to form a 
continuous front line. Instead, 

tered around a few key cities, 
and a lot of open space in-be¬ 
tween. The effect is almost 
quaint. Rather than the mass 
juggernauts of the 20th century, 
each country's forces look more 
like the small, self-contained 
armies of the 18th century. 

From a grand strategic per¬ 
spective, High Command still 
play s well and gives quite valid 
results. But on a tactical or op¬ 
erational level, the relatively 
small number of land units in 
play—coupled with the simul¬ 
taneous nature of movement 
and combat—can lead to some 
swirling, wide-open maneuvers 
that only dimly reflect the ac¬ 


tual campaigns. 

High Command can also be 
criticized for the quality of its 
artificial intelligence (AI), al¬ 
though this is a fault it shares 
with justabout every other com¬ 
puter war-game on the market. 
The program actually has five 
settings for the AI ranging from 
Easy to Expert, but the com¬ 
puter seems all too prone to 
blunders at every level of play. 

The graphics leave some¬ 
thing to be desired, too. The 
designers apparently decided 
to go for the lowest common 
denominator: The game sup¬ 
ports EGA only. While the di¬ 
plays exhibit a lot of color, the 
images lack the crisp, sharp 
quality of VGA. It also would 
have been nice if countries, cit¬ 
ies, and rivers could have been 
identified on the map. As it 
stands now, the map consists of 
nothingbut a dreary assortment 
of nameless dots and symbols. 

What does this all mean? 
Just that High Command is not 
an elegant or particularly pretty 
game, and that its rough- 
around-the-edges design could 
stand more work. But what it 
lacks in spit and polish it more 
than compensates for in sheer 
verve. No other game around 
delivers quite as comprehen¬ 
sive a picture of total war in its 
20th-century contextasdoes this 
one. Flawed, yes; cumbersome, 
true; but for all of its failings, 
HighCommandis never less than 
fascinating. Better yet, accord¬ 
ing to Colorado Computer Cre¬ 
ations, further upgrades are 
planned, possibly culminating 
in a full-scale revision featuring 
SVGA graphics and modem 
play. If the designers carry 
through with their pledge to 
support the game, then war- 
game aficionados truly have 
something to look forward to. 
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rigin's marketing de¬ 
partment has earned a reputa¬ 
tion for beginning ad cam¬ 
paigns for new products far in 
advance of the actual release 
dates. Remember the ill-fated 
"The Assault Begins Christmas 
1991" slogan for Strike Com¬ 
mander, which is only now 
ready for release? And the ad 
campaign for Privateer began 



this past December, even 
though it's not scheduled for 
release until well into 1993. 

But at the same time Pri¬ 
vateer ads began springing up 
in magazines. Origin quietly 
announced the release of 
Ultima Underworld 2: Labyrinth 
of Worlds, the sequel to the 
award-winning Ultima Under¬ 
world: The Stygian Abyss. In 
contrast to the extended hoopla 
preceding Privateer, ads for 
Underworld 2 predated the re¬ 
lease by only a few months, 
despite the fact that The Stygian 
Abyss was Origin's most suc¬ 
cessful product last year. 

The first Underworld, in 
fact, was more than a commer¬ 
cial success; it was truly 
groundbreaking. Itundeniably 
changed the face of role-play¬ 
ing, raising players' graphic 
expectations so much that most 
other FRPs — despite their 
pretty artwork — now look 


choppy and 
primitive by com¬ 
parison. And Un¬ 
derworld 2, pro¬ 
grammed by Un¬ 
derworld creators 
Looking Glass 
(formerly Blue 
Sky), is in many 
ways a step up 
from the original. 

The biggest 
enhancement is in plot, the 
weakest point in the original 
Underworld. The sequel takes 
place one year after you, the 
Avatar, defeated the Guard¬ 
ian. It is the Festival of Recon¬ 
struction, and all your friends 
have gathered at Lord 
British's castle to celebrate the 
anniversary of your triumph. 
In the midst of the festivities, 
the castle is enshrouded by a 
mysterious black gem-like 
shield — courtesy of a venge¬ 
ful Guardian. The shield ne¬ 
gates traditional magic (Lord 
British can no longer heal 
you), and is slowly snuffing 
the life out of the castle's in¬ 
habitants; the Guardian will 
spare them only if they swear 
loyalty to him. 

Meanwhile, the Guard¬ 
ian threatens to wage war on 
Britannia while you and the 

trapped in the Guardian's 
prison. As Avatar, your pri¬ 
mary job is to find a way out 
of the blackrock prison and 
defeat the Guardian yet again. 
But first you must play exter¬ 
minator, going into the base¬ 
ment, sewer, and tunnels be¬ 
low the castle to rid the area of 
rats, bats, headlesses, and 
gazers (what they're doing in 
the castle in the first place isn't 
made clear). Somewhere in 
the basement you'll discover 
a black gem which can mysti¬ 
cally transport you to alter¬ 
nate realities also under siege 
by the Guardian. 

In the first alternate real¬ 
ity you encounter a goblin 
stronghold, allied with the 
Guardian on that plane and 



warring against humans. You 
must discover what's happen¬ 
ing there, then free the human 
leader while eluding the gob¬ 
lin guards scattered around the 
prison tower. The human cap¬ 
tives will tell you about the 
Guardian's warmongering on 
their home soil, and provide 
you with clues as to the nature 
of the black shield which im¬ 
prisons your friends. 

The keys to defeating the 
Guardian are scattered among 


the \ 




ity is tied into a different facet 
of the Guardian's gem, making 
Underworld 2 larger than its 
predecessor. Conveniently 
enough, the only form of magic 
that works in the castle is the 
rune-based magic of The Stygian 
Abyss, so you'll need to go rune¬ 
hunting again. Iolo, Dupre, 
Nystul, and other characters 
from the Ultima universe will 
be in the castle to aid you by 
giving you information and 
advice, but they won't journey 
with you since they have other 
things to do. 

The wall sets have been 
improved; the resolution has 
stayed the same, but Under¬ 
world 2 uses digitized images 
of walls and a greater variety of 
stones to achieve an even more 
realistic appearance. Criticswill 
note that the animation isn't as 
smooth as Wolfenstein 3-D, and 
that the graphics aren't quite as 
crisp as SSI's new pseudo-3-D 
entry. Legends of Valour (re¬ 
viewed in the "Alternate Lives" 
column elsewhere in this issue), 
but the not-so-obvious fact is 
that no other game out there 
allows you to truly move and 
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play in three dimensions. You 
can jump, swim, or look up, 
down, and all around in both 
Underworlds, things not even 
attempted in Wolfenstein 3-D 
or Legends of Valour. 

In other words. Under¬ 
world 2, like its predecessor, is 
the real 3-D thing, allowing 
you to walk, run, leap, and 
look around to your heart's 
content. And there's no ques¬ 
tion that the graphic represen¬ 
tations of the characters you 
meet have been greatly im¬ 
proved. The resolution for 
monsters and NPCs has been 
upped nearly two-and-a-half 
times, making the people and 
nasties you meet look less like 
cartoons and more like ani¬ 
mate, physical objects — they 
even cast shadows. You'll still 
see images break into huge 
pixels when you get really 



original. Conversations, menu- 
driven as in the original game, 
are now more context-sensi¬ 
tive, and consequently more 

The atmosphere doesn't 
end there, either. The sound 
effects are now digitized, and 
if you have a stereo sound 
board, you can hear the creak¬ 
ing of a door pass from your 
left speaker to your right 
speaker. Water splashes, 
chains rattle, gates creak, and 
ominous sounds echo through 
the dungeon, lending an air of 
palpable dread to the proceed¬ 
ings. The underlying musical 
score is decent: At least it 
doesn't get on your nerves, 
which I've always maintained 
is almost the best you can hope 
for in a score for a computer 
game. Of course, key speeches 
are done with digitized voices. 

All the Ultima games 



wear from continued use, so 
it's wise to stay on the lookout 
for better fur and fangs. 

Although you can't im¬ 
port your character from The 
Stygian Abyss, the interface re¬ 
mains relatively unchanged 
from the first game, so veter¬ 
ans should have little or no 
difficulty mastering the con¬ 
trols. Every action can be per¬ 
formed with a point and click, 
and, like the original, drag- 
and-drop inventory manage¬ 
ment makes item-juggling 
Mac-easy. The command icons 
(use, look, talk, fight, etc.) are 

be accessed by "using" them. 
And Underworld 2 has the best 
automapping system around, 
allowing you to take notes on 
the map itself. Pure role-play¬ 
ing satisfaction. 

Skill progression has been 
scaled down from the first 
Underworld, requiring you to 
make some strategic decisions 
about which skills you wish to 
advance in other than combat 
and magic; repair, lore, and 
lockpick are three which can 
be very helpful later in the 
game. Combat occurs in real¬ 
time: Just hold down themouse 
button until the power gem 
glows, then let fly. Score a hit, 
and a red splatter appears on 
your foe—the larger the splat¬ 
ter, the more damage you've 
done. Few events are more sat¬ 
isfying than taking a big swing 
at a foe and watching a double¬ 
sized blood splat appear on its 
surprised face. 

Clicking on the rune bag 
allows you access to the vari¬ 
ous runes, which can be posi¬ 
tioned to cast the appropriate 
enchantment. All this takes 


place in real-time, of course, so 
combat continues (in other 
words, the bad guy keeps 
pounding you) while you're 
rummaging around for that last 
rime to complete your Resist 
Blows spell. But don't buy Un¬ 
derworld 2 expecting an AD&D 
bloodfest; interaction and ex¬ 
ploration are hallmark traits of 
Origin's RPGs, and that tradi¬ 
tion is carried on in this game. 

Although Ultima Under- 
world2 doesn'tprovideanynew 
breakthroughs such as above¬ 
ground exploration, it remains 
on the cutting edge of gaming 
software, if only because there's 
no other product capable of 
doing what Underworld 2 does. 
Looking Glass has listened to 
the complaints and comments 
from Stygian Abyss veterans, 
using their input to craft sub¬ 
stantive improvements to the 
game engine. They've increased 
the amount the Avatar can carry 
and don't correlate it as closely 
to strength level, for example, 
and they've provided shortcuts 
from the main castle to the gem 
room, eliminating the tedious 
trekking through each level that 
made the original Underworld a 
bit tedious at times. 

I'm told that Looking Glass 
is considering above-ground 
exploration and a science fic¬ 
tion milieu for the next install¬ 
ment, which may be a CD-ROM 
title. This can only bode well 
for gamers looking for the most 
realistic fantasy role-playing 

processors can handle. Until 
then. Ultima Underworld 2: 
Labyrinth of Worlds is a stun¬ 
ning (and still seminal) dun¬ 
geon crawl, one that defines 
the experience. 
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In the Old West, you couldn't tell the bad guys from 
the good guys by how ugly they were (you had to rely on 
the color of their hats). Butin Freddy Pharkas, Frontier 
Phaimadst, even a scrawny, sissified, one-eared Phar¬ 
macist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a yam of 
schoolmarms and chorus girls with hearts o’gold, cowboys 
and Indians, and varmints and heroes. If s the brand-new, 
age-old tale of Freddy Pharkas, a gunslinger who gave it all 
up for his love of pharmacology. Together with his faithful 
Indian companion, Srini Bagdnish, Freddy sets out to save 



bucolic, boring Coarsegold from a fate worse than 
Flollywood adaptation. 

So don't just groan at all those old horse-opera cliches. 
Be one. Strap on your spurs for a saga that skewers every 
Western underthesun. Mosey on down to your software 
store and ask for Freddy Pharkas, Frontier Pharmacist, 

And smile when you say that. 

SIERRA 

See your local retailer or call 1-800-326-6654. 


Product Information Number 285 




^ There’s always excitement at the Consumer Electronics Show. 

The four-day extravaganza is a showcase for every facet of state-of-the-art electronics technology — 
audio, video, computers, video games, telecommunications, and you name it. 

As usual, much of what we saw was a level or two better than what we saw at the previous year’s show. 
Starting next issue, we’ll be covering in detail some of the games announced at this winter’s CES. But for 
a look at what’s ahead and who’s doing what, read on — 1993 is already shaping up to be a potential 
turning-point year in some regards, particularly in the areas of new game 
technologies and CD-BOM software. 


Access: This may not be a prolific company, but it consis¬ 
tently earns high marks for quality with nearly every release. They 
were showing Links 386 Pro (our choice for the 1992 Game of the 
Year — see our awards story elsewhere in this issue) as well as their 
most recent graphic adventure, Amazon: Guardians of Eden. 

Accolade: In a joint venture with Jack Nicklaus Productions 
and Golf Illustrated Magazine, Accolade announced a contest for 
owners of their Jack Nicklaus: Signature Edition golf sim. The chal¬ 
lenge is to design a perfect par 3, par 4, or par 5 golf hole using the 
architect feature of Signature Edition. Contest details and official 
entry forms will appear in the March, April, and May issues of Golf 
Illustrated. Three grand prize winners — one for each of the three 
holes — will win a trip to play in a Pro-Am event this fall. Also, 33 
runner-up prizes will be awarded. 

In a move to expand their sports lineup. Accolade announced 
exclusive signings with hockey star Brett Hull and soccer great Pele. 
Although no actual titles were named. Accolade expects to release 
games with these endorsements in late ’93 for the PC, as well as the 
Sega Genesis and Super Nintendo systems. 

Accolade also announced that PC-game publisher Tsunami (see 
below) has joined them as a distribution partner. 

Activision: If you’ve been following the computer-game 
industry since the early- to mid-1980s, chances are you fondly 
remember Infocom’s Zork games. These text adventures were wildly 
imaginative, capturing the imaginations of tens of thousands of 
gamers. Activision, under its Infocom division label, announced a 
new graphic version of Zork for release this spring. 

Dubbed Return to Zork, this game is being developed by Eddie 
Dombrowsi, who developed both Earl Weaver games for Electronic 
Arts. Dombrowski will strive to remain hue to the spirit of the Zorkian 
world and its unique sense of sarcastic humor, while adding state-of- 
the-art graphics with digitized video as well as an 
original soundtrack and digitized speech. A CD-ROM 
version of Return to Zork is also planned. 

Azeroth: The cartoon “Inspector Gadget” 
has been doing fairly well in syndication, and now 
Azeroth has created a graphic adventure for kids 
based on the wacky cartoon series. Inspecto. 
puts thechildon the trail ofDr. Claw, who's kidnapped 
U.N. delegates to use as bargaining chips in his evil 
plans. With colorful graphics, zany contraptions, and 
environmentally correct themes. Inspector Gadget 
serves as a child’s introduction to graphic adventures. 

Binary Zoo: Educational software new¬ 
comer Binary Zoo announced three debut initial titles 


that will be distributed by Broderbund. Each of the titles will feature 
an onscreen computer companion named Edison, and will be aimed 
at children 7-14 years of age. In Smithsonian Mystery at the Museums, 
you join Edison for a treasure hunt through museums solving puzzles 
and replacing missing treasures. Rock and Bach Studio lets kids create 
their own music videos, whether they’re beginning or experienced 
musicians. And in Wild Science Arcade, kids learn about friction, 
gravity, electricity, mass, and other areas of basic physics by guiding 
a ball through 30 levels of mazes. 

All three products feature digitized speech for Sound Blaster and 
compatibles, and SVGA or VGA graphics. 

Bright Star: This Sierra subsidiary, based in Bellevue, 
Washington, will be following up Alphabet Blocks (a fall ’92 release 
designed to teach preschoolers how to speak and read the alphabet) 
with a program, not yet titled, that teaches beginning word sounds, 
such as th, sh, and eft. Also due out shortly is a spelling program (it too 
is untitled as yet) for ages 7-10. 

Brndertiund:CanBroderbundcontinueto sustain the Carmen 
Sandiego line? Our take is a resounding “yes” — our sneak peek at 
Where in Space Is Carmen Sandiego ? tells us that there’s a lot of game 
here, and a tremendous amount of educational value thanks to an 
extensive database of information about the solar system and other 
astronomical phenomena. Lots of digitized iamges from NASA are 
used, and the product is most impressive in its breadth. 

Another title that holds a great deal of promise is Prince of Persia 
2: The Shadow & The Flame, a 15-level, puzzle-filled adventure that 
picks up where the award-winning original left off. The storyline takes 
the prince out of the dungeon and into the city, then on to a deserted 
island. 

Broderbund’s CD-ROM-based Living Book Series, which de¬ 
buted last year with Just Grandma and Me, is continuing in ’93 with 
Arthur’s Teacher Trouble and Aesop’s Fables, Book 
and the Hare. 

It’s “Schwing!” time at Capstone 
le company introduces Wayne’s World, a hu¬ 
ms graphic ad- ■ 
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animated 3-D cyborgs. The success of earlier Trump Castle games has 
led Capstone to Trump Castle 3, ahighly realistic gambling simulation 
featuring SVGA graphics, modem and network play, and tons of 
playing options. 

Other titles shown at CES include Home Alone 2, a graphic ad¬ 
venture in which you play Kevin in New York hiding from the Wet 
Bandit Brothers; LA Law, based on the popular television program; 

| Trolls, a fanciful graphic adventure; and Bridge Master (for a review, 
see the Game Bytes section), a Super VGA bridge game featuring 
digitized sound, and network and modem play. 

□□Mark: One of the biggest surprises of CES was AV-8B 
Harrier Assault, which should hit store shelves before MicroProse’s 




to designating targets for air 
strikes. Available in either a 
VGA or SVGA version (the 
SVGA version will require 
an S3 Windows Accelerator 
Card), AV-8B looks to be a 
surprisingly deep strategy 
game and realistic flight 
simulator. 

Virtual Reality Studio 2.0 is a productivity software package 
which allows you to create virtual worlds. Features include a 3-D 
shape designer, animation program, sound effects manipulator, 2-D 
bitmapped sprites and animation cells, and a VCR playback function. 
Also on display was the FRP Shadowlands, reviewed in this issue. 

Dynamix: BerrayateKrondor, Dynamix’s first fantasy role- 
playing title, should be released shortly, and it’s a beautiful game that 
promises a lot of play value. Thematically based on Raymond Feist’s 
Riftwar Legacy series of sci-fi fantasy novels, Krondor offers a huge 
' ’ :xplore, presented in nine distinct 
I “chapters” with subplots woven throughout. 
I Krondor features more than 2,500 frames of 
I rotoscoped animation. 

tt up in Dynamix’s highly successful 
_ Great War Planes series will be 



Chess Champion Garry 


Kasparov. Kasparov, on 
hand at CES for the product 
launch, personally helped 
develop the program’s tuto¬ 
rial component. Gambit in¬ 
cludes a a variety of 


D boards, a 500-vol- 
ume library of the 
most famous histori¬ 
cal chess games, plus 
tournament play and 
a rating system. 
Though Gambit is 
undoubtedly very 


Also new from EA are SEAL Team, a Special Forces combat sim 
based on the U.S. Navy SEAL’s operations against the Viet Cong and 
North Vietnamese Anny from 1966-69, and Ultrabots, a title origi¬ 
nally announced several years ago by Data East. This futuristic sci-fi 
strategy-and-tactics game has been redesigned to make the most of 
current PC technology standards, and has a very distinct look. 

The latesteffort from theBullffogdevelopmentteam(ofFqp«/ous 
fame) is Syndicate, a dark adventure set in 2096 when the world is 
divided into three business empires: Europe, Asia, and America. 
Although we saw a very early version of the game, we were excited 
with its potential. 

Expect a CD-ROM vetsionof The Lost Files of Sherlock Holmes 
sometime later this year. The CD game adds digitized voice and video 
to the successful disk-based original, which debuted in the fall of ’92. 

GameTek: The long-awaited DaemonsGate, Volume One: 
Dorovan 's Key is very near release. In a first for PC game publishers, 
GameTek produced a 9-minute introductory film, shot in Australia, 
for Daemons gate, and will package it on VHS tape with the game. A 
massive project, Daemonsgate features a game world with over 5,000 
individual inhabitants and a vocabulary of over 70,000 words. 

In the meantime, GameTek has announced Ashes of Empire, 
another sprawling adventure and strategy game obviously inspired by 
the radical changes that have swept the Soviet Union. Ashes, the 
product of Midwinter creator Mike Singleton, sets the player in a 
nation experiencing the tumult of the collapse of a totalitarian govern¬ 
ment and the rise of democracy. Also on tap are Tesserae, a pattem- 
izle game forWindows, and Talking Super Jeopardy, the 


















Advanced video-capture makes HfrfsP - 
an interactive motion-picture. ! 


Take on sfracpage 
adors with swords , 


Pilot your golden starship into aniaz- 
, ing outer space battle simulation. 




Excellence in , 
Innovative Gaming. 


One of the oldest mysteries known to mankind 
is now the future of computer gaming. 

Set out on a mystic mission across space and time in this high-pow¬ 
ered combination of complex puzzle-solving, mythical .role-playing, and 
outer space battle simulation. You are the champion of the lost Inca 
empire, rocketing across galaxies, battling space age Conquistadors, and 
unraveling intricate and ancient mysteries. 

Stunning simulation technology lets you soar through winding 
canyons, hostile star systems, and lost ruins. 

This is an epic adventure that catapults you through space and time. 
Inca is an interactive motion picture where cultures clash and legends 
live. For IBM PCs. Also available on CD-ROM. 
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Available at a software retailer near you, 
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encounter extremely challe 
ging puzzles, fast-paced so 


bats, rats, gargoyles, humor¬ 
ous sidekicks, and wicked 
wizards. The no-typing inte 
face is the only easy part of 
this game. It has a European 
style of romance, danger ani 
old world language, com¬ 
bined with brilliant VGA 
video-like character action 
and an exciting soundtrack. 

HR IBM PC'S. 



































you read this. 

Creepers is a puzzle-adventure in the styleof Lemmings 'm which 
you use an assortment of tools to guide caterpillars — “creepers” — 
to safety. Its game mechanics are somewhat reminiscent of Bill’s 
Tomato Game, a clever Amiga title that Psygnosis announced at last 
summer’s CES. 

Set in the aftermath of anuclear holocaust, Armour-Geddon puts 
six land and air vehicles at your disposal as you battle surface¬ 
dwelling mutants attempting to destroy your subterranean civiliza¬ 
tion. This futuristic simulation features two-player competitive or 
cooperative modes, and a wide array of weaponry and defensive 
technologies. 

□QP: Known for its outstanding strategy and 
war games, QQP was displaying two recent releases, 

Conquered Kingdoms and Battles of Destiny (the 
latter is reviewed elsewhere in this issue). Bruce 
Williams and friends told us they are redesigning 
their award-winning war simulations The Perfect 
General and The Lost Admiral in order to improve 
graphics and enhance game play. Also underway is a 
WWII naval-and-air sim. We’ll have more details in 

ReadySoft: ReadySoft’s distribution par¬ 
ties Empire Simulations, creators of Pacific Islands 
and Campaign, are busily working on a huge, single¬ 
player RPG called Cyberspace. Setin the year 2090 in 


a city dominated by massive corporations, Cyberspace has several ex¬ 
citing features: a first-person perspective with a head-up display that 
can be tailored to display any information you require, over 1 million 
NPCs, more than 100,000 unique buildings, and a powerful character 
generation system. The pre-alpha version we saw had outstanding 
animation, and interaction with NPCs appears to be quite involved. 
Cyberspace is slated for a May release date. 

Revell/Monogram: One of the pleasant surprises of CES 
was an initial look at the first computer entertainment title from 
Revell-Monogram, the world’s largest manufacturer of plastic model 
kits. Combining its expertise in model kits with a strong effort to move 




(August). Each 
product will in¬ 
clude a complete plastic model kit for one of four featured cars or 
planes, animated 3-D assembly instructions, an action driving or flight 
simulation, andrelated information and entertainment components. For 
example, European Racers will include the model kit for the Bugatti 
EB110, but will also contain assembly instructions, information, and 
racing sims for the Bugatti as well as the Porsche 911 Slant Nose, BMW 
NazcaM12, and Lamborghini LP500S. The early version on display was 
very impressive. Each title will have a suggested retail price of $60. 

Sanctuary Woods: This new CD-ROM developer from 
Vancouver announced a distribution agreement with Electronic Arts. 

First titles are expected to b eThe Awesome Adventure 
of Victor, Vector <6 Yondo and Shelly Duvall’s It’s a 
Bird’s Life. 

5ierra: A nice variety of new Sierra titles are 
due for release shortly. Space Quest V continues the 
wild and comical adventures of nutty Roger Wilco, 
and this latest installment, The Next Mutation, looks 
superb (and the original soundtrack is nicely com¬ 
posed and quite infectious). Believe it or not, the 
affable janitor/galactic hero becomes a starship cap¬ 
tain this time out, and his job is to find some vile 
creatures who have been dumping biohazardous waste 
around the galaxy. 

' new game coming from Leisure Suit Larry 





















Realms of Arkania is set in the Thorwal region of the Arkanian 
continent. Hordes of rampaging ores are terrorizing the Thorwalians, 
and the only hope for repelling the marauders is for your band of 
adventurers to locate the Sword of Grimring. The character generation 
program has been developed as a stand-alone module, allowing for an 
incredible number of character attributes—in fact, characters possess 
both positive and negative attributes, the latter including greed, 
superstition, and phobias. Arkania is due out this March. 

Ambush is the working title of a role-playing/resource-manage- 
ment game in which you lead a mercenary team on a mission to regain 
control of the island of Metavira. The island, used as a nuclear test site 
in the 1950s, is the only known habitat of the Scrotillia tree, the sap of 
which is used to treat a degenerative children’s disease. The decisions 
you must make are difficult and varied, from selecting squad members 
to deciding how much sap should be harvested in the 
sectors you’ve reclaimed. Ambush is scheduled for a 
summer release. 

Spectrum HoluByte: The latest aerial 



















Take to the Streets in a Game so Realistic, it's Used 
as a Training Tool by Police Forces Across the Country 


Law and Order magazine, the national journal of 
law enforcement officers, called Police Quest "a serious 
training tool... The simulation is based on skill and 
knowledge... The depth of the training is enormous." 

Now you can prowl the mean streets, facing crimes 
ripped from today's headlines, in this authentic cop 
adventure that Computer Entertainer called "real-life 
role-playing." 

You're the only hope of a city stalked by a maniacal 
killer and plagued by drug-trafficking and robbery. 
Unravel this puzzling adventure while you learn 
and follow exacting police procedures used by 
real life cops. 


The gritty realism 
is heightened by all- 
new 256-color art, 
extensive video-capturing, and the real-life experiences 
of today's cops. 

Do you have what it takes to survive? Find out. Pick 
up a copy of the all-new Police Quest 1 at a software 
dealer near you or call: 

( 800 ) 326-6654 

•sierra* 
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The hottest ticket in Vegas was the exhibit by 3DO, 
premiering an astonishing new technology that has the 
dramatically rewrite the spec sheets for multimedia elect 
tainment, education, and information. Spearheaded by Trip Hawkins, 
the founder of Electronic Arts, 3DO is poised to do nothing less than 
establish a worldwide consumer electronics standard for computer, 
video-game, and related systems that Hawkins says will be as perva¬ 
sive as the VHS cassette. 

The 3DO Interactive Multiplayer system is a computer hardware 
and software combination that makes a quantum leap beyond today ’ s 
16-bit computer and video game systems. 

Technically, the system is set to deliver interactive multimedia 
as lifelike and realistic as television, audio CD, and videocassette 
technology. At its heart is a proprietary graphics and animation 
architecture that processes images at 50 times the speed of current 
personal computers and video-game systems. It also permits millions 
of colors to be displayed and moved each second. For example, in one 
second atypical 16-bit videogame system can animate about a million 
pixels (picture elements) that make up an animated screen. The new 
3DO system can animate up to 64 million pixels per second. 

In addition, 3DO offers CD-audio quality sound (through digital 
signal processing); full-screen, full-color video at 30 frames a second; 
a double-speed CD-ROM player; and compatibility with existing 
music CDs and Kodak Photo CDs. 

But rather than running the whole show based on a traditional 
microprocessor such as an Intel 80486 or a Motorola 68000-family 
chip, 3DO is employing a multitasking operating system that uses an 
advanced 32-bit RISC (Reduced Instruction Set Computer) central 
processing unit. What this translates to, essentially, is that a highly 
detailed and animated scene in an adventure game can be rendered in 
startling clarity and realism while multiple items move and change 
shape, receive new light sources and shadows, and much more—all 
simultaneously, and all on the fly as you interact with the game. 

More than a thousand people turned out for the 3DO press 
conference at CES, and from the eager response it was clear that 3DO 
was definitely ringing some bells and blowing some whistles. 

Hawkins introduced the 3DO Interactive Multiplayer system on 
a raised platform in front of the crowd. Beside him were representa¬ 
tives from the heavy hitters that have formed the 3DO coalition: 
AT&T, Matsushita, Time Warner, MCA, and Electronic Arts. To 
have this group of companies in a single partnershi 
such as 3DO is remarkable, and in the long run ma 

i is the world’s 

largest consumer electronics manufacturer, and has 
already said that it will market a 3DO machine under 
its Panasonic label. AT&T is, well, AT&T! — Ma 
Bell. Time Warner is the largest media company in 
the world, and the second largest cable operator in the 
U.S. MCA is a major entertainment company, and 
Electronic Arts is the leading entertainment software 
company. A heavy-hitting lineup. 

Rather than trying to establish a monopoly on 
e 3DO partner 


technology oi 
reasonable terms in order to help esta 
Hawkins says that 3DO will not itself 
publishers who develop software for the sy 


or 3DO. 


Although CD-ROM will be the first delivery system for the 
Interactive Multiplayer, future products will almost surely include 
cable TV, video production, portable systems, education networks, 
and the like. When it first appears late this year, look for a $700 price 
tag — about the same retail price as Philips’ CD-I, Tandy’s VIS, and 
Commodore’s CDTV players. 

So, what’s the bottom line for computer game players? Prepare 
to be astonished. You’ll be interacting with environments and charac¬ 
ters and digitized speech and motion picture-quality music, all in 3-D 
worlds that will be like nothing seen before. Sound too good to be true? 
Right now it is. When the system is introduced in its CD-ROM form late 
this year for an estimated $700, the first software is certain to be less well- 
developed than what we’ll see one, two, and three years down the road. But 
make no mistake — 3DO is one giant step for game players. 


— SB. 




In a surprise announcement at CES, CD-ROM publisher and distribu¬ 
tor Compton’s NewMedia introduced M.O.S.T. (Multiple Operating 
System Technology), a new CD format that allows a single CD-ROM 
disc to operate on several platforms; DOS, Windows (MPC), Macin¬ 
tosh, and Sony’s new MMCD. The M.O.S.T. development was 
especially good news for distributors and retailers, who have ex¬ 
pressed great concern over shelf-space availablity for the variety of 
CD-ROM formats now available. Compton’s said that 50 M.O.S.T. titles 
would be shipping in the first quarter of 1993. The 
M.O.S.T. system can be licensed, a Compton’s spokes¬ 
person noted. 

In a separate announcement, Compton’s explained 
anew strategyforgettingCD-ROMinto the retail channel 
—disc rental in video rental stores. In an agreement with 
Major Video Concepts (MVC), the second largest U.S. 
distnbutor of pre-iecorded videocassettes, Compton’s 
will usher 20 CD-ROM titles into selected rental outlets. 
MVCplans to provide point-of-purchase floor displays to 
allow customers to examine each CD-ROM package for 
rental or purchase. The initial 20 units are reference and 
entertainment titles. 

—L.E. 














The most popular 
computer game series 
of all time... 


...is now. 


Bold Characters, Bold Design 

A shipwrecked prince must find his way across a ,series of islands in, search of 
a princess in peril. You’ll need all your wits and imagination to'ovgfcome the 
gauntlet of baffling puzzles and fantastic creatures djat blockyou on your quest. 

In this41chlv detailed game of discovery and adventure, every cjtoice you 
make can affect ytor future options and the attitudes of the many characters 
. you’ll encounter. Depending on your skill and the paths you follow, your 
adventure can end in many of different ways. Nearly half of the possible 
events are optiodu! 

Filled with deeper putties, more fantastic creatures,’ and a moving saga of 
.romance and adventure. Kings Quest VI is a ^fysterious and magical adven- 
®re for the entire family. 

4 


Excellence in \ 
Adventure Gaming. 

fp SIERRA® 

To get your copy now, call: 

1 ( 800 ) 326-6654 
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From The Creator Of 
Leisure Suit Larry, 

A Western Comedy 
That's Good Clean Fun 
For The Whole Family. 


N-a-a-a-a-a-t! 



They call him Freddy Pharkas, Frontier Pharmacist 
He's a gunslinger, sworn to uphold truth and justice 
in the Old West. And he gave it all up for his love of 
pharmacology. 

Al Lowe, the man who created the most outra¬ 
geous cult hero of the computer age, brings us a tradi¬ 
tional Western - complete with cowboys, town drunks, 
gamblers, desperados, and naturally, the Beautiful 
Young Schoolmarm - and turns it inside-out upside- 
down and backwards... skewering every Hollywood 
Western ever made (and a few that weren't). 



For the first time in your life, you can actually tea 
mysterious handsome stranger. Aided by your faithful 
Indian sidekick, Srini Bagdnish, you'll dodge whizzing 
bullets, stop stampedes, rescue villagers, perform 
amazing trick shots... and try to remove childproof caps. 

Mosey on down to your software dealer and ask 
for Freddy Pharkas, Frontier Pharmadst. 

And don't spend another sheepless night. 

©SIERRA 

See your local retailer or call 1-8003256654. 
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SVGA AIR WARRIOR 


LEE BUCHANAN 





to do battle on GEnie. Buyers the game was designed for net- 
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lunge into 
a chilling 
maze of 

vampires, werewolves 
and zombies prowl the 
dead of night. Confront 
Kairn, whose lethal powers 
flow from the blood of his 
murdered family. Will you 
emerge as the final victor? 

Or become his final victim? 
Your fate will be sealed within 
the Veil of Darkness. 


Unravel terrifying riddles. 

Fulfill bone-chilling quests. 

Clash in a deadly face-off with 
the vampire Kairn. 

Live the horror with heart-stopping 
graphics and animation, stunning 
cinematic sequences, haunting music, 
and blood-curdling sound effects. 

Fight for your life in one of three combat 
levels. Use the right weapon to destroy 
each ghoul, werewolf, and zombie. Or die. 

Meet a host of spectral characters whose dark 
secrets reveal more of the mystery. 

Sink deep into this gothic nightmare with state- 
of-the-art game play. Immerse yourself with the 
easy-to-use Real Time Visual point-and-dick interface. 
Record eveiy step you take with line-of-sight 
auto-mapping and print-out feature. 
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pants. Without this non-visual 
feedback, driving games are 
often very difficult to control. 
Fortunately, World Circuit fea¬ 
tures a smooth, sensitive joy¬ 
stick interface, so keeping the 
car on the road isn't unneces¬ 
sarily difficult. 

There are plenty of menu 
options to change the con- trols 
for functions like shifting and 
braking. These can be assigned 
to alternate joystick buttons, or 
control can be split between the 
joystick and the keyboard, 
though the default setup 



worked fine with the joystick 
we used. Options for mouse 
and keyboard control are also 
provided, but they're less satis¬ 
fying than the joystick. 

World Circuit requires an 
8MHz 286 processor or better, 
but on this class of machine the 
performance is just barely ac¬ 
ceptable. If you're running the 
game on such a system, you can 
speed things up by choosing 
the lowest detail setting, result¬ 
ing in relatively smooth 
animation—if you're the 
only car on the track. But 
when several other cars 
are visible on the screen 
during a race, the display 
can get quite choppy. 
Naturally, a 486-class 
machine produces much 
better performance, de¬ 
livering a smoothly ani¬ 
mated display under any 
race conditions. 


The game also 
requires a hard disk 
and a VGA display 
for the 256-color 
graphics. World Cir¬ 
cuit installs easily, 
taking up a little over 
2 MB of disk space 
with the smallest in¬ 
stallation option. If 
you can spare the extra space, 
two larger options add some 
extra animation sequences to 
the program, but don't affect 
the actual races. 

While not as hungry for 
conventional memory as some 
programs. World Circuit might 
require a boot floppy with a 
simple configuration if your 
CONFIG.SYS and AUTO¬ 
EXEC.BAT files load a lot of 
drivers and resident utilities. 

The installation program 
gives three options for sound 
support: Ad Lib, Sound Blaster, 
and PC speaker. We 
were somewhat dis¬ 
appointed with the 
game's use of sound 
cards, especially in 
comparison to the full- 
blooded roar heard in 
driving games like 
Stunts. We found that 
the PC's built-in 
speaker actually gives 

hilarating engine 
iniscent of the in-car 
ESPN's Grand Prix 





It's perhaps fitting that 
World Circuit was developed in 
Britain, since most of the real- 
world Formula One teams ha ve 
a British base of operations. The 
few instances of Britspeak that 
show up in the game and 
manual — like "petrol" for 
gasoline or "rev counter" for 
tachometer—don'tpresentany 



problem. In fact, hardcore 
Grand Prix fans accustomed to 
following the season's progress 
in English magazines like 
Autosport might even find this 
charming. (Curiously, the 
American spelling of "tire" 
shows up more often than the 
British "tyre.") 

MicroProse didn't acquire 
alicensetousetheactualnames 
of Formula One drivers and 
teams in the game, most likely 
to a void a considerable expense 
(although they do appear in the 
manual). In their place, substi¬ 
tute names are used, usually of 
the same nationality and often 
with the same number of syl¬ 
lables. This isn't a problem at 
all, since editing in any names 
you like is a snap. 

With its smooth and sensi¬ 
tive joystick interface, accurate 
tracks, and realistic vehicle dy¬ 
namics, it's easy to spend 
countless hours playing World 
Circuit, battling for the lead 
through the streets of Monte 
Carlo, or just trying to perfect 
the timing of the brake-down- 
shift-apex sequence through the 
Variante Ascari at Monza. 

To anyone who's ever 
blown several years' savings to 
buy and campaign a race car, or 
spent a month of evenings 
chasing the lap record at Malibu 
Grand Prix (this reviewer be¬ 
longing to both clubs), the high 
addiction quotient of fast driv¬ 
ing goes without saying. World 
Circuit does a fantastic 
job of bringing that ex¬ 
citement to your PC, 
taking the pole position 
for racing sims in the 
process. 

BP 

















D U N E 'II 

The Building of A Dynasty 



Conquer Arrakis this fall on your IBM PC! 
for more information, pricing and orders 
pletsqcall 800-VRC-IN07. 

Visa, Mastercard, American Express 
ahd checks accepted. 
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STAR CONTROL II 


MATTHEW A. FIRME 


Category: Sci-Fi Adventure/ 
Role-Playing 
Publishe: Accolade 

Developer: Accolade 

Rating: |(^ Nil ■ 


l he original Star Control told 
the story of Earth's dramatic 
realization that mankind wasn't 
alone in the universe. There was 
life out there — lots of it, and 
not all friendly. 

A strange race called the 
Chenjesu appeared near Earth 
to warn that the Ur-Quan Hi¬ 
erarchy — a conglomerate of 


the vile and power-hungry Ur- 
Quanand their numerous slave 
races — was nearing the Solar 
system. The Chenjesu repre¬ 
sented the Allianceof Free Stars, 
and offered the people of Earth 
a simple choice: join the Alli¬ 
ance, or succumb to Ur-Quan 
domination. 

The stage was set for a pan- 
galactic battle between good 
and evil, and Star Control allowed 
you to play out this drama in 
two stages. First, you could 
choose to play a sort of chess 
game on an intergalactic scale, 
set against a revolving, 3-D star 
field. Playing as either the Alli¬ 
ance or the Hierarchy, you 
moved your ships from star to 
star, "capturing" strategic sec¬ 
tors and reinforcing them with 



the most powerful vessels un¬ 
der your command. When you 
and the enemy both directed a 
ship into the same star sys¬ 
tem, those two ships would 
battle head-to-head. 

This second part of the 
game actually puts you in com¬ 
mand of your side's ship in a 
sophisticated, arcade-style se¬ 
quence. Because each of the 14 
vessels (seven per side, and each 
designed and piloted by a dif¬ 
ferent race) had its own distinc¬ 
tive weapons, defenses, and 
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flight characteristics, every 
battle held unique surprises. 

While the combat portion 
of Star Control was immensely 
satisfying, the strategic aspect 
left a lot to be desired. Not that 
itwasbad:itjustwasn'tenougfc. 
Younever got to know the alien 
cultures in the game, and 
weren't given the opportunity 
to learn more about the struggle 
you were taking part in. These 
very enticing details were rel¬ 
egated to background status, 

to take center stage. 

Now,mStarControlU(SCIl), 
the groundwork of exotic cul¬ 
tures and epic struggle laid by 
Star Control is fully realized. 
Decades have passed since 
Earth first joined the Alliance 



of Free Stars; the Alliance has 
been crushed, and now Earth 
lies beneath an Ur-Quan slave 
shield, its inhabitants thralls to 
their Ur-Quan masters. The 
Chenjesu have disappeared and 
the other Alliance races have 
returned to their homeworlds, 
hoping to somehow avoid con¬ 
quest by the Ur-Quan. 

But one pocket of Human¬ 
ity remains free—the people of 


Vela II. Before the Ur- 
Quan conquered Earth, 
an expedition was sent 
to Vela II to investigate 
the discovery of an an¬ 
cient technology. The 
expedition was ma¬ 
rooned, though, when 
the Ur-Quan moved to¬ 
ward Earth. As time 
passed, the expedition colo¬ 
nized Vela II, renaming then- 
planet Unzervalt. After discov¬ 
ering a way to build a spaceship 
from the ancient technology 
they discovered, they decided 
to send the ship on a reconnais¬ 
sance mission to discover what 
had become of Earth. 

And that's where you 

As Star Control II begins, 


your vessel hangs at the edge of 
the Solar system. You pilot in 
and find Earth cloaked in the 
slave shield. A starbase orbits 
the planet, but its commander 
isn't eager to chat. He knows 
that the Ur-Quan masters are 
aware of your presence, and 
that talking with renegade hu¬ 
mans could bring death. 

Yourimmediate task, then, 
is to secure the commander's 
trust. And ultimately, you must 
reassemble the members of the 
old Affiance and destroy the 
Ur-Quan. 

Sound like a tall order? It 
is. The SC II galaxy is made up 
of hundreds of stars, most with 
entire planetary systems you 
can scan and explore. And ev¬ 
erywhere you go, alien races 



We’re so sure you’ll love our new 
multi-media adventure experience for 
your PC that we’re willing to send you 
a FREE playable demo disk for just the 
$2 it takes to ship it to you! Call us 
now at 1-800-800-4880 to take 
advantage of this incredible offer. 
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have staked claims to sections 
of the galaxy, so on any voyage 
you might meet a new ally, or a 
new enemy. Best of all, the 
game's clean and well-planned 
design makes this grand-scale 
adventure seem epic, yet 
thankfully manageable. 

You navigate by using a 
starmap, setting your waypoint 
and auto-piloting to it. All travel 
between starsystemsisdonein 
hyperspace: The normally black 
void turns red and your ship 
moves, faster than light, toward 
its destination. A radar display 
shows your ship and any other 
vessels in the area, allowingyou 
either to seek them out or to 
avoid them, while the close-up 
screen gives a tight view of the 
action. Alien craft appear as 
bubbles in hyperspace, so you're 
never sure what you're dealing 
with until your respective vessels 
collide and fall into normal space 
for a confrontation. 

These meetings bring you 
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face-to-face with the aliens of 
SC II. Unlike the first game, in 
which the personalities and 
motivations of the aliens were 
largely left to imagination, SC II 
gives you fully-realized char¬ 
acterizations. Usinga "selectthe 
right response" interface, you'll 

memorable races, from the 
cowardly Spathi to the foul 
Druuge traders. More than just 
adding depth and texture to the 
game, these characters, their 
histories, and their knowledge 
all dovetail to create a seamless 
and plausible reality. Plus, the 
aliens are just chock full of clues 


you'll need to finish 
the game. 

You'll need more 
than clues, though, to 
see the game through 
to the end. You'll need 
money. Although 

vessel was able to get 
you safely to Earth, it's 
hardly up to the rigors ahead of 
you. It's not fast enough, ma¬ 
neuverable enough, and it 
doesn't have the weaponry 
you'll need for those unavoid¬ 
able confrontations. Once you 
establish relations with the 
Earth starbase, they'll be able to 
better outfit your vessel. But 
first you must secure enough 
Resource Units (RUs), the cur¬ 
rency of SC II. 

RUs are earned by gather¬ 
ing minerals from the surf ace of 
planets. You have a landing craft 
aboard your ship for just this 
purpose, as well as a sophisti¬ 
cated sensor system that lets 


There's Sound... 


“vroom, vroom” 
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you scan a planet for life, min¬ 
erals, and energy sources. Of 
course, not all planets are cre¬ 
ated equal—some are just lousy 
with rare elements, while oth¬ 
ers are covered with common 
rock of little value. And a 
planet's climate and tectonics 
make landing risky; lose your 
lander to an earthquake or 
lightning strike, and you've just 
thrown500RUsdown the drain. 
There areways to reinforce your 
landers using alien technology 
(see the Melnorme, a pleasant 
raceofmerchantswhofrequent 
giant-class stars). 

If this planet-landing. 


stuff sounds suspi¬ 
ciously like Electronic 
Arts' older Starflight 
games, you're right. 
And that's no wonder, 
since key Starflight 
designers worked on 
this project, too. And 

similarities, SC II is a much 
richer, nicer-looking, and more 
involving game. 

One reason SC II is so in¬ 
volving is the way it handles 
combat. Although this sequel 
features many improvements 
over the original, starship 
battles aren't changed at all. You 
take control of your souped-up 

any allies you've made, as you 
go head-to-head against the bad 
guys. Watchingtheactionfrom 
a top-down view, you maneu¬ 
ver your ship to take advantage 
ofyouropponent'sweaknesses 
and avoid his strengths. It's ar¬ 


cade-style action, but of a so¬ 
phisticated type—and the out¬ 
come of your battle is often as 
important to the overall game 
as any of the role-playing or 
exploring aspects. 

Of course, arcade-style 
fighting isn't for everyone, and 
so SC II's designers included 
an option that allows the 
computer to handle combat 
for you. My advice, though, 
is to fight your own battles. 
Once you get the hang of it, the 
satisfaction you'll derive from 
blasting your first Ur-Quan 
Dreadnought just can't be beat. 
There's even a Melee option, 
allowing you to do nothing but 
fight—either to hone your skills, 
or for the sheer joy of the kill. 

Incidentally, the joystick 
you use for combat will be your 
control device throughout the 
game. You can use your key¬ 
board, of course, but there's no 
mouse support, despite the fact 
that several game functions are 


perfectly suited for pointingand 
clicking. I play ed using a Gravis 
PC GamePad, and found it to 
be ideal for the combination 
combat/gamecontrol this game 
demands. 

Another incidental: You'll 
probably spend a lot of time 
with SC II. There's so much to 
do—so manyplanets to explore 
and mysteries to solve and 
battles to fight—that the game 
may dominate your spare time 
for quite a while. And when 
you finally finish, when you 
crush the loathsome Ur-Quan 
and free the galaxy, don't be 
surprised if you find yourself 
wishing the game were a bit 
longer. Fortunately, the ending 
does leave room for a Star Con¬ 
trol III. With any luck, that 
projects already underway. 

EP 
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BATTLES OF DESTINY 


LEE BUCHANAN 


Category: Military Strategy 
Publisher: QQP 

Developer: Several Holistic Dudes 

“™ : mil 


r' 

amers looking for new 
worlds to conquer will wel¬ 
come the release of Battles of 
Destiny, the latest game of mili¬ 
tary strategy and tactics from 
QQP. Battles of Destiny pits you 
against up to three human or 
computer players in a futuris¬ 
tic contest for world su¬ 
premacy. The graphics won't 
blow you away, but like most 
QQP games. Battles of Destiny 
boasts a flexible gaming sys¬ 
tem and computer opponents 
with outstanding artificial in¬ 
telligence, a combination that 
should keep players interested 
for a long time. 

Like QQP's other games 
C The Perfect General, The Lost 
Admiral, and Conquered King¬ 



doms) Battles of Destiny offers 
modem play for a true test of 


though some players may be¬ 
come frustrated waiting to re¬ 
ceive an opponent's moves 
during the turn-based modem 
play. Battles is unquestionably 
at its best when you hook up 


with a friend or two to see 
who's really the grand strate¬ 
gist and tactician. 

The worlds are fictional 


to deploy them. 

There are 21 types of units 
available, including infantry, 
artillery, armor, tank destroy¬ 
ers, jet fighters, bombers, pa¬ 
trol boats, destroyers, battle¬ 
ships, aircraft carriers, trans- 
ports,radar and missiles. Natu¬ 
rally, all units have different 
strengths and weaknesses, and 
each is vulnerable against cer- 

Obviously, the produc¬ 
tion centers are critical to suc¬ 
cess. These cities manufacture 
the weapons and materials 
necessary to crush your neigh¬ 
bor, so their defense is impera¬ 
tive; lose one of these cities, 
and you lose both a strategic 
location and a chunk of your 
war production. Each city can 
operate at one of six levels of 
production, increasing its out¬ 
put until it reaches the maxi¬ 
mum. Sufficient damage from 
enemy attacks can shut down 
production centers until 
they're repaired. 

You can play against three 
other armies, comprised of any 
combination of human and 
computer opponents. Players 
may choose one of three meth¬ 
ods for determining game 
length of the individual sce¬ 
narios —a set number of turns. 



victory points, or playing until 
all but one player has been 
defeated. 

Outstanding artificial in¬ 
telligence of computer oppo¬ 
nents is a hallmark of QQP 
games, and that strength is 
very evident in Battles of Des¬ 
tiny. Computer opponents are 
remarkably adept at strategic 
placement of units and react¬ 
ing to a human player's move¬ 



ments. In fact, if you're win¬ 
ning against two or three com¬ 
puter armies, the bad guys will 
team up against you. 

The relative strengths of 
the computer and human play¬ 
ers can be adjusted on a per¬ 
centage basis, making it pos¬ 
sible for players at any skill 
level to enjoy a satisfying chal¬ 
lenge. In addition, you can 
choose the base strength level 
of computer opponents. 

Game play is divided into 
four phases: combat report, 
production, message receipt 
(for modem play) and action/ 
combat. The combat report 
alerts you to any enemy at¬ 
tacks that occurred since your 
last turn. Next, the production 
screen appears either when 
you've captured a city or when 
one of your cities has produced 
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The “Battles of Destiny’ 


• Challenging Artifical Intelligence 
(9 levels of difficulty) 

• Air, ground and naval combat 

• 22 different units to construct 

• Modem play 

• Over 20 beautiful worlds to conquer 

• Complete player history 

• Dynamic scoring system 

• Campaign play 


Conquer the world in “Battles 
of Destiny.” Seek out and 
destroy up to three 
opponents in this state of the 
art global conquest 
simulation. It’s simple to play, 
but only a true master will 
reign in “Battles of Destiny." 


computer game is IBM PC. It 
can be obtained through your 
favorite retailer or ordered direct 
by calling: 

1 - 908 - 788-2799 

© 1992 Q.Q.P. All rights reserved. 
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ALONE IN THE DARK 































view when tangling with 
nasties). But the cinematic ef¬ 
fect is startling and evocative: 
Alone in the Dark brings us one 
step closer to the promise of 
"interactive movies." 

All the 3-D characters and 
creatures in the game were cre¬ 
ated with polygon graphics. 


ward you, your options are 
varied and satisfying. We've 
been told by Interplay that it's 
possible to win the game with¬ 
out killin g any of the monsters, 
but what fun is there in flight 
when you've got some real 
weapons at your disposal? 
Forget about mixing potions 


blocky, triangular look of both 
Edward and Emily, but a very 
strong argument can be made 
that any sacrifice in visual aes¬ 
thetics is more than compen¬ 
sated for by the stunningly 
lifelike animation. The 3-D 
ghouls roaming the corridors 
and rooms of Derceto, on the 
other hand, are wonderfully 
frightening, with their green 
arms outstretched as they 
slowly and inexorably shuffle 
toward you. 

And when they shuffle to¬ 


rifle early on, then a sword, then 
a pair of knives, then a snub- 
nose revolver...well, you get the 
idea. I've always been drawn to 
B-gradehorror movies in which 
a pistol is as good as (or better 
than) a prayer at taking care of 
demons and zombies, and the 
two-fisted, two-barrelled ap¬ 
proach to combat in Alone in the 
Dark gives the game an intense 
arcade element you won't find 
in other adventures. 

But while clearing Derceto 
of ambulatory creatures means 



you ha ve free run ofmostofthe 
house, there are other spirits 
here — hideous, ancient forces 
that can only be defeated by 
following up on every clue, 
reading every book and letter, 
and exploring the entire man¬ 
sion. Though you'll naturally 
pick up every object you come 
across, you can'tcarry everything 
you find, and there are plenty 
of items which serve no practi¬ 
cal purpose. The best course is 
to drop anyitem which appears 


flaw: There are only seven save- 
gameslots.Thenumber of saves 
is limited because each one is 
accompanied by a "snapshot" 
of your location. You can get 
around the seven-game limit 
by copying the easily recogniz¬ 
able save-game files to disk and 
then saving over your games, 
but that's awfully cumbersome. 
This is a big game — I spent 
around 35 hours with it — and 
I'd personally rather do away 
with the pretty picture (which 
doesn't help much once you've 
explored the whole house and 
you're just roaming from spot 
to spot) and have more save- 
game slots. There. 

Horror buffs will immedi¬ 
ately realize that Alone in the 
Dark was inspired by the works 
of H.P. Lovecraft. My only pre¬ 



always retrieve 

The digitized sound effects 
— howling beasts, creaking 
doors, groaning demons, 
clanking swords, and of course 
the gratifying crack! of a rifle 
report — are good enough to 
make you jump out of your 
chair. (The game also supports 
Disney's Sound Source, with 
surprisingly good results.) 

You can play Alone in the 
Dark on a 286, but the anima- 
tionwillbe choppy. For themost 
part I experienced decent game 
play on my 16 MHz 386/SX, 
but ran into trouble during a 
couple of tricky action se¬ 
quences where fluid animation 
is an absolute must. On a 386/ 
25, the game ran beautifully. 

Ah, I know what you're 
thinking: "This game does ev¬ 
erything right!" Well, in my 
mind there's only one major 


vious encounters withLovecraft 
came in the form of several so- 
so movies (The Dimwich Horror, 
Re-Animator, and The Unname- 
able), a few short stories I read 
during high school, and pre- 
Z iggy Stardust David Bowie al- 

Lovecraftian concept of an an¬ 
cient race that's too evil to con¬ 
template, much less invoke. I'd 
never been too impressed with 
H.P., but after finishing Alone in 
the Dark I'm ready to give him 
another try. Hey, imagine that 
— a computer game that en¬ 
courages you to read a book! 
Maybe there's more hope for 
the future than I thought. 
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NFL purists might com- 
ainabouttheplayers' fictional 
.mes.. but that's a short sighted 
iticism. Because of FPSF's 


te guys t 
you take the field next year. 
And five years down the road, 
you may have only a handful of 
those original players. So no 
matter how much you like hav¬ 
ing "Joe Montana" taking the 
snap, the guy's not going to 
play another ten seasons. 

League and team manage¬ 
ment in FPSF is deep and ab¬ 
sorbing. After each regular sea¬ 
son game, you can check the 
roster for injuries. A player isn't 
merely listed as "injured" in 
FPSF; instead, you receive de¬ 
tailed reports on his condition, 
such as "bruised calf, question¬ 
able for three weeks." If a guy's 
listed as probable, you can play 



him with only a little loss of 
effectiveness. Play him when 
he's listed as questionable, 
though, and you risk his seri¬ 
ous injury. 

FPSF generates an over¬ 
whelming variety of league re¬ 
ports. Statistical reports cover 
about every category imagin¬ 
able, including league leaders 
in every major department. A 
player's performance is re¬ 
corded by season and for his 
entire career. (Unfortunately, 
it' snotpossibletosee individual 
game statistics during a game, a 
shortcoming which Dynamix 
ought to address in future ver- 


Beforebeginningaweek'splay, 
you can check the list of free 
agents that have left, or been 
released from, other teams. If 
your kicker's missed a couple 
of potentially game-winning 
field goals, put the bum to the 
and sign a free 

agent. 

FPSF automatically simu¬ 
lates league games not involv¬ 
ing your team. When league 
games are played on "back¬ 
ground," the games are re-cre¬ 
ated play by play rather than 
having the computer simply 
determine the final score and 
stats. Hardcore enthusiasts will 
appreciate that level of realism, 
and on a 486-33 it only takes 
about 30 minutes to resolve a 
week's worth of league games. 

FPSF boasts the easiest play 
designer we've seen. Plays are 
diagrammed completely, with 
each player given blocking as¬ 
signments, pass routes, and so 
on. When designing plays, you 
have control over 
several pre-snap 
options such as 
sending a player in 
motion, changing 
the formation, and 
altering the 
quarterback's snap 
count. Each defen¬ 
sive player can be 
told to key on a cer¬ 
tain offensive 
player, and defend¬ 
ers in the secondary can be given 
man-to-man assignments or 
assigned individual areas to 
cover inazonedefense. In short, 
you dictate the roles and ac¬ 
tions of every position in the 
play. 

Say you'd rather edit exist- 
ingplaysthandesign them from 
scratch? You'll find plenty of 
material to work with — 32 
playbooks containing some 200 
plays. After you've tweaked a 
play to your liking, head out 
to the practice field to see if 
your strategy is successful. If 
your team has a shaky start, 
you can change playbooks at 
halftime in order to pursue a 
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different strategy. 

FPSF offers a choice of 
coach-only or arcade play at 
three levels. In the coaching 
mode, you can audible out of 
the play you've called (some¬ 
thing Jim Harbaugh probably 
wouldn't recommend!), snap 
the ball, then watch the team 
carry out your play. In the stan¬ 
dard arcade mode, the com¬ 
puter controls all players un¬ 
less you take over. In the ad¬ 
vanced arcade mode, you must 
control the quarterback on all 
passing plays, and the ball car¬ 
rier at all times. Defensive con¬ 
trol is limited to a select number 
of players, and you can switch 
to the defender closest to the 
ball once the play begins. 

Arcade play is solid and 
enjoyable, but offers little to 
separate FPSF from other foot¬ 
ball games. One complaint: 
When viewing the action from 
behind the line of scrimmage, 
you can't see far enough 
downfield to anticipate where 
the defenders will be. 

There are a few other an¬ 
noying bugs and bumps we'd 
like to see smoothed out. It's 
needlessly awkward to set ba¬ 



sic lineups; if you don't like the 
computer's choices, you have 
to alter the lineup for each indi¬ 
vidual play. On the field, there 
are far too many fumbles and 
far too few interceptions: In one 
of our simulated seasons, we 
saw the league's top-rated 
quarterback throw 34 touch¬ 
downs and one interception 
with a 74% completion rate. 

The most obvious defi¬ 
ciency lies in the artificial intel¬ 
ligence of the computer oppo¬ 
nent. Your opponent appar¬ 
ently can't tell time and doesn't 
know the score. Down a/ touch¬ 
down with a minute to play, 
he'll kick the field goal—every 
time. But Dynamix promises a 
quick fix to theseproblems, and 
hopefully these shortcomings 
will corrected by the time you 
read this. 

Dynamix plans a series of 
Front Page Sports simulations, 
with baseball, basketball, and 
hockey games to follow—and 
we can't wait. With its many 
levels of sophisticated league 
simulation. Front Page Sports: 
Football is a powerful package 
that allows you to create a truly 
engrossing football world. If 
you love football, you've got 
the machine to run it, we've got 
two words for you — buy it. 








Earn $4,000 Per Month 
From Your Home 
With A Computer! 



Quit spending money on your compu¬ 
ter and let it earn money for you. This is 
a proven turnkey business an individual 
or couple can run. If you purchase our 
software and business program, we will 
give you the computer and printer. If 
you already own a computer, you may 
receive a discount. Begin part-time and 
still retain the security of your present 
position. We will provide free, home 
office training. Financing available. 


Learn how other couples, and individuals like yourself, 
are building a lifetime income! 

To receive free cassettes and color literature, call toll-free: 

1-800-343-8014, ext. 155 

(in Indiana: 317-758-4415) Or Write: 

Computer Business Services, Inc., CBSI Plaza, Ste. 155, 
Sheridan, Indiana 46069 
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~ Announcing ~ 

MODEM*MATCH*MAKER 

A Nationwide Competition 
Modem Gamer’s Directory 

Are you tired of matching your keen gaming talents with a cold calculating 
computer? Are you ready to match your gaming skills against live opponents? 
Who ya gonna call?... MODEM*MA TCH*MAKER... That’s Who! 

Let’s face it - its not easy to find modem compatible gamers with computer 
types and set-ups similar to yours... or just people who enjoy the same type of 
computer games you enjoy... Until Now ! 

The Modem'Matdi 'Maker Competition Directory includes players from 
towns all across the USA who have called in their personal "Player’s Profile", 
listing all the necessary information to help you locate a modem match-up! 

This Nationwide Directory of modem-capable gamers is growing every day. 
That means we always have the names, numbers, gaming data and more new 
players for you to challenge. Call today for your FREE LISTING in the 
unique and elite Modem*Match *Maker Competition Directory. 

1 - 800 - 283-2484 Hours: 9am - 9pm EST 

Simply tell the operator you want to list your own personal "Player’s Profile" 
in the next issue of the Modem *Match *Maker Competition Directory. 


FOR FREE INFORMATION 
on Advertisers featured in this 
issue of Game Players PC Enter¬ 
tainment, simply complete the 
following information on the 
attached card: 

1. Print your name and 
address 

2. Write-in your product 
information number se¬ 
lections in boxes on the 
attached card. Product 
information numbers can 
be found in each adver¬ 
tisement. 

3. Mail your card. 
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CASTLES II: SIEGE & CONQUEST 


WILLIAM R. TROTTER 






























The Creepers are on the move. 
It’s the annual trek to the 
Butterfly Bowls. But, with over 
70 levels of factories, caverns, 
and forests to cross and with 
the worst sense of direction in 
the entire animal kingdom, 
getting them all there is going 
to take some doing! 


Creepers Features: 


Over 70 puzzle levels. 

256 colors (PC). 

Crazy Creeper animations. 
Difficulty rating from easy 
to brutal. 

Full soundcard support with 
16 funky soundtracks. 

The Creeper-cam with 
multiple playfield views. 
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MICROLEAGUE FOOTBALL 2 







JEFF SEIKEN 


Category: Sports 

Publisher: MicroLeague 

Interactive Software 
Developer: MicroLeague 


Interactive Software 



M icroLeague is well- 

known for steadily releasing 
upgraded versions of its sports 
simulations. Last summer saw 
the unveiling of MicroLeague 
Baseball 4, and now comes 
MicroLeague Football 2 (which 
actually represents the 
company's third stab at a grid¬ 
iron game if you include ver¬ 
sion 1.5 in this count). 



There's nothing wrong 
with sending a game that's be¬ 
gun to show its age back into 
the shop for some reconstruc¬ 
tive surgery. But in the case of 
MLF2, MicroLeague appears to 
have done a slapdash job. The 
game has its good points: A 
comprehensive array of sup¬ 
porting utilities, including a stat 
compiler, schedule editor, and 
programmable coach. It also 
supplies a generous selection of 
great teams from the past, as 
well as all 28 NFL squads from 
the 1991 season. But even these 
positives don't cancel out its ill- 
designed interface and second- 
rate graphics. 

You'd think an all-strategy 
football game likeMLF2 would 
lend itself perfectly to a point- 
and-dick interface. Apparently, 
someone at Micro-League 
thought differently; except 
when using a utility function, 
everything must be entered 



with keystrokes. And 
though MicroLeague has 
provided two separate 
schemes for callingplays, 
neither of them works 

The first mode is by 
far the simpler — all you 

number corresponding to 
one of the forty plays in your 
custom-designed playbook — 
but it sharply limits your 
choices. Forty plays don't offer 
a lot of variety, especially when 
you consider that formation and 
ball-carrier (or intended re¬ 
ceiver) are a fixed part of the 
play. For instance, if you want 
the option of running the same 
halfback sweep off of three dif¬ 
ferent formations, then you 
have to surrender three slots in 
your playbook. 

The second method alio ws 
you to draw up plays on the fly 
using graphic menus. The 
problem here is that only four 
items are displayed at a time, 
which means you have to page 
back and forth through up to 15 
different sets of menus (using a 
combination of three different 
keyboard commands) in order 
to create the play you want. 
While convoluted, this system 
would still be workable — if it 
weren't for the fact that you 
only have about 25 seconds to 
make your selection. Take 
longer than that, and you get 
slapped with a delay-of-game 

The interface may be bad, 
but the visual aspects of the 
game border on the abysmal. 
MiUF2'smuch-touted use of live- 

more than some stock footage 
of generic actions, like a quar¬ 
terback taking a snap from the 
center. Worse, the video is ap¬ 
plied almost indiscriminately. 
For instance, the same clip ap¬ 
pears when a player is return¬ 
ing a kick-off, catching a punt, 
or calling for a fair catch. 

The 3-D VGA graphics 
aren't much better. The 
lumpish-looking players lack 


any real definition, detail, or 
color, and their animated 
movements are more comical 
than convincing. When tackled, 
runners and receivers collapse 
with a sort of pratfall, while 
other players who have been 
knocked to the ground will 
simply lie there, stretched out 
on their backs as if unconscious. 
At the end of some plays, the 
field is likely to be strewn with 
so many bodies as to resemble a 
scene from the St. Valentine's 
Day Massacre. It's not a pretty 
sight. 

The sad thing about all of 
this is that once you get past the 
miserable graphics and inter¬ 
face, you'll find thatMLF2 offers 
up some fairly satisfying foot¬ 



ball. Its extensive statistical da¬ 
tabase produces realisticresults, 
and its wide range of general 
manager functions makes it 
ideal for fans who want to stage 
a season replay or mix-and- 
match players and teams from 
different eras. 

A few years ago, those 
qualities alone might have been 
sufficientreason to recommend 
MLF2. But today's market is 
now crowded with state-of-the- 
art games, all vying for the 
computer football crown. Faced 
with such strong competition, 
MLF2 doesn'teven qualify fora 
wildcard spot. 












with completely revamped 
levels of difficulty and 
greatly enhanced graphics 
for your computer! You'll 
get more deluxe for your 


bucks with dazzling anima¬ 
tion of all ten official 
tokens, easy-as-pie inter¬ 
face, a game activity log 
that keeps track of all 


previous moves and the 
ability to play by traditional or 
custom-designed rules. 

Enjoy the thrill and excite¬ 
ment of wheeling and dealing 
as you amass, or reluctantly 
part with, great fortunes 
buying and selling railroads, 
utilities and properties of all 
types. This game's a must for 
the library of any TRUE 
gamer or future real estate 
tycoon! 


it's more mercenary than 
your lawyer, shrewder than 
your accountant, greedier than 
the IRS and tougher than your 
granny. Get ready for the 
most challenging game of 
Monopoly® you've ever played 
with MONOPOLY® DELUXE. 


Combining 90's technical 
know-how with plenty of good 
old-fashioned fun, the best¬ 
selling boardgame of all time 
is back and better than ever 


WINDOWS version features all of the DELUXE feotures listed obove plus the odded bonus el eosier-to-use point-and-diik 
MONOPOLY® DELUXE with the ultimate ensy-to-use point-nnd-dick interface will be ovoilnble this Ml in PC and WINDOWS 


Rich Unde© 1936,1992 Parker Broth 
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THE HUMANS 


DAVID SEARS 


Category: Puzzle/Arcade 
Publisher: Gametek 
Developer: Imagitec 



if the fellows in this GameTek 
release are any indication, our 

pretty slow-witted lot. Even 
lemmings havemoreontheball 
than these ragged hide-wearers 
— a fitting comparison, since 
The Humans borrows heavily 
from the Lemmings tradition of 
tag-team platforming. 

Lemmings fans will imme¬ 



diately recognize the concepts 
at work in The Humans. Work¬ 
ing with a certain number of 
tribe members per level, you 
switch control between charac¬ 
ters in order to perform neces¬ 
sary tasks before a time limit 
expires. These humans don't 
jump — an increasingly fre¬ 
quent deviation from platform 
games of the past — so they 
have to climb on one another's 
shoulders to reach the essential 
spear, or the torch that bums 
just out of reach. Tools, once in 
the possession of a human, can 
further aid in the evolutionary 
process. Thespearassistsinpole- 
vaultingoverchasms,lava pools, 
and choppy water (humans can't 
swim yet); it 7 s also quite useful in 
slaying dinosaurs. 


Switching controlbetween 
tribe members is a simple mat¬ 
ter of pressing the appropriate 
function key, but as the timer 
counts down the last few sec¬ 
onds, keeping up with who's 
where can confuse even experi¬ 
enced players. Switch to a dif¬ 
ferent human, and the screen 
scrolls effortlessly to center on 
the newly activated troglodyte. 

These guys are much larger 
than lemmings, so much of the 
playfield for each level 
remains out of sight. 

You can expect some 
initial difficulties con¬ 
trolling your humans 
through the keyboard 
or combination of key¬ 
board and joystick 

port), but just as your 
onscreen relatives 
adapt, so will you. 

Beating the clock is essen¬ 
tial in The Humans, but a good 
stockpile of lives is equally im¬ 
portant. And that's something 
of a sticky wicket: no matter 
how precise your timing, the 
humans have an annoying habit 
of falling short on critical leaps. 
As the poor clods plummet to 
theirdeathstimeandtimeagain, 
you'll be cursing under your 
breath. The password system 
(one for each level) ensures that 
you'll eventually finish the 
game, but not before you try 
some levels a dozen times or 
more. Anyone who loves the 
challenges associated with such 
games won't lose patience, but 
there's no doubt that patience is 
more in demand here than 
thought. On most levels, you'll 
quickly formulate a solution, 
then spend much of your time 
losing one human after another 
to indelicate accidents. 


Occasionally the self-im¬ 
portant witch doctor appears, 
providing items the tribe needs 
to complete a level. These items 
' a price, howe 
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shamen requires a human sa 
rifice—a grisly practice, but an 
effective one. Be sure to save 
enough humans, however, so 
your tribal population meets the 
minimums required to climb 
the evolutionary ladder. 




The incidental music ac¬ 
companying the human's trial 
by natural selection couldn't be 
finer. It's happy but not too 
whimsical, perfectly befitting a 
game so full of body splats and 
man-eating reptiles. Graphics 
run the gamut from the elegant 
introductory sequence to the 
sometimes not-so-funny inter¬ 
ludes. (You can toggle these 
transitions off, along with the 
music.) Accessing previously 
played levels takes only a few 
seconds, aborting or restarting 
a game about the same. 

The animated humans 
move smoothly, and there are 
plenty of nice touches, such as 
the swaying of stacks of coop¬ 
erative tribesmen. Backgrounds 
sometimes sport spot color cy¬ 
cling, but for the most part rank 
with theMario Brothers'games 
in visual appeal. Taken all to¬ 
gether, though, the sights and 
sounds of The Humans form the 
shell for a very playable game. 
And there's enough challenge 
in guiding these brainless 
neanderthals to keep most 
puzzle fans gaming for quite a 













WAYNE GRETZKY HOCKEY 3 


NEIL RANDALL 


w,, Gretzky Hockey 3 
arrived too late to be consid¬ 
ered for one of PC Enter¬ 
tainment's best of 1992 awards, 
but after playing Gretzky 3 
compulsively for several days 
I've got a sneaky feeling that it 
might already be a finalist for 
the 1993 award. 



ThefirstversionofGretzfa/, 
initiallyavailableforthe Amiga, 
establisheditselfasfarandaway 
the best hockey simulation ever 
designed foracomputer: In fact, 
some reviewers (me, for in¬ 
stance) called it the best sports 
simulation, period. Gretzky 2 
improved on that first release, 
but its graphics were mediocre 
and the improvements weren't 
all very obvious (better artificial 
intelligence, for instance). As a 
result, Gretzky 2 didn't get all 
that much attention. Now 
comes Gretzky 3, and suffice it 
to say that good things come to 
those who wait. 

Wayne Gretzky Hockey is 
now a spectacular game. The 
AI has improved to the point 
that plays form realistically, 
with crisp passes from team¬ 
mate to teammate setting up 
scoring chances at a variety of 
angles. The referee knows al¬ 
most all of hockey's overly 
complex rules, including such 
obscurities as where the face- 
off occurs after a two-line offside 
call. Penalties are handled 
properly and effieciently—the 
game doesn't even sweat hard 
when there are four players 
sitting in the penalty box, each 
with an infraction called at a 


even dedicated hockey follow¬ 
ers have trouble with. 

Butthefirstthing longtime 
Gretzky fans will notice is that 
now the game looks much. 


much better. While you can still 
play from the overhead view 
employed in the first two game, 
a new three-quarter view will 
almost certainly become the 
standard. This perspective 
shows 3-D players doing all the 
things real players do: leaning 
into curves, sliding to a stop, 
bracing for an body check, 
weaving around and between 
defencemen. (You will, how- 
ever,need512Kof EMS to access 
the 3/4 view.) 

Afteragoal,thescoreboard 
shows a digitized video of a 
scoring play. Also digitized are 
fight sequences and even the 
referee, who is shown making 
the correct motions for penalty 
calls. And Gretzky 3's sound 
effects are superb as well: passes 
dickfromsticktostick,thepuck 
pings off the goalpost, players 
thud into the boards and grunt 
when tripped to the ice. 

The computer can coach 
and play both home and visit¬ 
ing teams, in any combination, 
or you can match up against a 
human opponent. If you want 
to concentrate on playing, let 
the computer do the coaching 
for you; if you feel like calling 
the shots but not taking them 
out on the ice, then coach your 
team while the computer 
handles the on-ice action. You 
candoboth,but being a player- 
coach is tough. In a two-player 
game, the players can handle 
different teams or play as 
teammates (one as coach, one 
as player, or both as players). 
And so on. 

You can edit any team's 
lineup and any player's stats 
(the game is statistics-rich, al¬ 
though the effect of all the stats 
isn'tapparentuntilyou'vetried 
a number of different teams). 
You can select who will play on 
each line for 5-on-5, 5-on-4, 5- 
on-3,4-on-3, and 3-on-3 game 
situations (i.e., any variety of 
penalties). And you can edit the 
team's playbook using a clever 
and workable editing system. 

Quibbles are few, and 
they'll probably be dealt with 
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in future releases. Real P.A. an¬ 
nouncers don'tannounceicings 
and offsides (or at least they 
shouldn't), the way they do in 
Gretzky 3. Icing occurs too fre¬ 
quently, similar to the unnatu¬ 
rally high number of line-drive 
outs to infielders in most base¬ 
ball sims. The digitized goals, 
while stunning, are generic, and 
don't reflect the goal that was 


scored (yes, this is difficult, but 
replays are handled much bet¬ 
ter in Sega's cart-based hockey 
game NHLPA '93 ). Finally, it 
would be nice to see a Bethesda 
Hockey Simulator ffpackagebuilt 
into Gretzky so you could play 
full schedules. 


The bottom line? Gretzky 3 
is a great game and a great 



simulation. Hockey fans all over 
the world—even those in such 
balmy locations as Tampa, Los 
Angeles, and San Diego—have 
a real reason to rejoice. If you 
want to play hockey on your 
PC, Gretzky 3 is the only gamein 
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DUNE II 


T. LIAM MACDONALD 


f^Veal-time war games are 
often the bane of military strat¬ 
egy purists. Without system¬ 
atically divided turns, there's 
frequently little time to plan 
anything resembling a coher¬ 
ent and logical strategy, and the 
result is often an odd hybrid of 
war game and frantic arcade 
action. But if a game has been 
designed well, the open-ended 
structure and constantly 
fluid nature of the real¬ 
time war game can make 
for some particularly ex¬ 
citing and entertaining 
piay. 

And that's the case 
with Dune II from Virgin. 
Westwood Studios, creators of 
Eye of the Beholder and Legend of 
Kyrandia, has forsaken the nar¬ 
rative framework of the first 
Dune game, opting instead to 
put all their prodigious talents 
into creating a very hot real¬ 
time science-fiction combat 

Virgin's first Dune game 
offered a narrative adventure 
that was actually the shell for a 
global conquest strategy game. 
Though the original game de¬ 
livered superb graphics, an in¬ 
teresting story, and a fun but 
not too complex strategy ele¬ 
ment, it was a slave to its narra¬ 
tive engine. The conquest of the 
planet always unfolded with¬ 
out variation, and there was too 
much repetition of story ele¬ 
ments to get to the strategicmeat 
of the game. 

Westwood has smartly 
placed all of the narrative ele¬ 
ments in a striking animated 
opening, complete with spoken 
narration, excellent music, and 



the kind of state-of-the art 
graphics we've come to expect 
from this company. Far in the 
future, three Houses vie for 


control of the planet Arrakis, a 
desert planet also called Dime. 
Arrakis is rich in spice, a valu¬ 
able material prized for its use 
in interstellar navigation. To 
increase spice mining. Emperor 
Frederick IV has offered gover- 
norship of Arrakis to the House 
which is able to produce the 
most spice. The edict throws 
the noble Atreides, the cunning 


Ordos, and the savage 
Harkonnen into a heated war 
for control of the spice fields. 
Each house wages ware differ- 
ently,andtomakemattersmore 
complicated, Frederick cannot 
be trusted, and may be secretly 
helping one of the houses gain 
an upper hand. 

You ha ve the option to play 
as any of the three Houses, us¬ 
ing whatever special technol¬ 
ogy or military units are at that 
House's disposal. Each is sub¬ 
tly different: the Atreides have 
sonic tanks, the Ordos have 
saboteurs and battlefield mis¬ 
sile launchers, and the 
Harkonnen have unguided 
ballistic missiles and powerful 
heavy tanks. Add to this the 
Emperor's elite Sardaukar 
troops - which may join with 
any of your enemies at any time 
— and you have two highly 
unpredictable enemies. 

The game proper is di¬ 
vided into nine scenarios. Each 
scenario allows the player to 
choose which of three territories 
to strike, and begins withablank 
map, a factory unit, and a cer¬ 
tain amount of spice credits. 
Credits are used to build min¬ 
ing facilities, power stations, 
factories and bunkers (for pro¬ 
duction of weapons and troops), 
silos, and over a dozen other 
facilities related to spice min¬ 
ing, technological research and 
development, and trading. 

Butyourenemiesstartwith 
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the same resources, and waste 
notimeinattacking.Simplyput, 
the AI routine in Dune R is vi¬ 
cious and formidable. Wave 
upon wave of shock troops will 
batter your army and facilities, 
literally pounding you into dust 
in minutes if you haven't taken 
immediate steps toward mili¬ 
tary buildup. The subtleties of 
orthodox, phased war-game 
tactics mean nothing here: 
power — and lots of it—is the 
only key to victory. 


The little touches 
Westwood has sprinkled 
throughout the game are bril¬ 
liant and effective: mining ve¬ 
hicles roll over infantry with a 
satisfying squish, sandworms 
burrow under the sand and pop 
up to devour armor with no 
warning, vehicles leave little 
tracks in the sand that are slowly 
erased by the wind, and the 
crackling sound of communi¬ 
cations from the field give the 
game an ambience that hooks 
you and keeps you hooked. 

It might initially frustrate 
players accustomed to the lei¬ 
surely pace of turn-based war¬ 
fare, but there's no denying the 
fact that Dunenis crisp, fun, and 
very well-designed. If you're a 
military-tactics buff, this is one 
you'll want to add to your col¬ 
lection. 
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CONQUEST OF JAPAN 

WILLIAM R. TROTTER 
































CAR AND DRIVER 



VINCE MATTHEWS 




c 

and Driver offers a 
unique look at ten of the most 
exciting and intriguing cars in 
the world. It's no surprise that 
you'll find several of the exotic 
cars of choice, such as the 
Porsche959, the Ferrari F40, the 
Lamborghini 
Countache, 
and the Lotus 

But these gems 

other driving 
sims,and to Car 
and Driver's 
credit it offers 
these and six 
more, includ¬ 
ing the Toyota 
MR2, Eagle Talon, and Corvette 
ZR1. All these cars can be had 
for $35,000 and under, but why 
even worry about price when 
you can test drive them here? 
Finally, there's the Mercedes 


there's no stunt track, which 
might have provided a much- 
needed break from the mo¬ 
notony of the game. 

To put it bluntly. Car & 
Driver falls short when com¬ 
pared to other driving and/or 


racing sims already on the mar¬ 
ket. Hardcore car enthusiasts 
may get excited over the techni¬ 
cal specs and "biographies" 
included for each car, but the 
game's twitchy control and 
limited playing 
options are likely 
to turn off most 

In the single¬ 
player game, all 
the races are time 
trials; the first 
timeoutonatrack 
you're racing 
against the clock, 
the second time 


Cll IMSA (engineered like no 
other car in the world), the '57 
Ferrari 250 TR, and a true clas¬ 
sic, the Shelby Cobra. 

Car and Driver's main menu 
is laid out like the contents page 
of the magazine for which it 
was named, allowing you to 
access in-depth information on 
all ten cars and each track. The 
tracks include an assortment of 
real-life speedways and inter¬ 
state highways, the Mahomet 
Drag Strip, and the San Dimas 
Mall parking lot. There are also 
two fictional tracks, the EA 
Speedway and Dobbs Speed¬ 
way (styled after the fictional 
founder of the wacky Church 
of the Subgenius), as well as an 
"Autocross," much like you'd 
see at a sports car rally. Sadly, 


you're competing against a re¬ 
play of the first time you fin¬ 
ished the course. Beat your first 
time, and in the next race you'll 
goupagainstyour two previous 
best races. It's nice to have other 
cars on the track, but of course 
you know exactly what they're 
going to do — after all, you're 
driving those cars. Much better 
is the two-player game, which 
can be played via modem, di¬ 
rect link, or on a network. 

C&D's main problem, 
however, is that it just doesn't 
convey a true sense of speed. 
The animation, though smooth, 
is uninspiring; compared to a 
game like Broderbund's Stunts, 
in which the screen shakes 
whenever you near top speed, 
C&D is almost lackluster. 
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Controlling your car is 
something of a challenge as well. 
Burning rubber around the ge¬ 
neric "Oval Speedway" was no 
problem, but many of our edi¬ 
tors had a surprising amount of 
trouble just taking a leisurely 
drivedownahighway,let alone 
tackling Monterey or the EA 
speedway. 

Driving is something most 
of us do every day — we may 
not go 140 m.p.h. in a 
Lamborghini, but it's still 
something that nearly all of us 
are accustomed to. Unless a 
driving sim lets you do some¬ 
thing you'd never get to do in 
real life — like racing against a 
full field of drivers, or pull off 
some breathtaking stunt—and 
then follows through with 
manageable controls and 
evocative animation, it's not 
likely to hold your attention for 
very long. Car & Driver may give 
you a chance to "drive" some of 



the world's fanciest cars, but 
after a few laps around each 
uneventful track, you'll prob¬ 
ably feel about as stimulated as 
when you drive your Chevy to 
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MICROLEAGUE ACTION 
SPORTS SOCCER 


BILLY MOON 


I or most sports games, the 
inclusion of real teams adds to 
the excitement. After all, it's 
more fun to control the same 
bunch of guys you see on 
television rather than a roster 
full of pseudonyms. But since 
soccer hasn't managed to 
achieve the same sort of fol¬ 
lowing inthiscountryassports 
like football, basketball, or even 
tennis, the use of actual Euro¬ 
pean clubs and players in Ac¬ 
tion S ports Soccer serves more 
as an introduction to the world 
of professional "football" than 
an attempt to capitalize on its 
popularity. 

There are more than 170 
actual soccer teams featured in 



it down 

>s featured on the title 
screen for each match. A few 
hours spent playing the game 
will probably give you a better 
conversational knowledge of 
the sport than most Americans 
will achieve in a lifetime. 

As an actual game, 
though. Action Sports Soccer 
suffers from an identity crisis. 
Despite the bright red and 
yellow "Arcade-Style Excite¬ 
ment" blurb on the front cover, 
more of the game seems to be 
devoted to planning and sta¬ 
tistics than actual playing. Be¬ 
fore each game, you (and an 
optional second player) deter¬ 
mine the playing formation of 
the team, and set the skill level 
and player for each position. 
To aid in player selection, you 


have access to each player's 
stats for the whole season. Each 
team can be controlled by ei¬ 
ther a human player or the 
computer. Choosing computer 
control for both teams allows 
you to simply view the game 
without participating. There's 
even a pure simulation mode 
that allows you to skip the ac¬ 
tion sequences altogether. 

Of course, there's abso¬ 
lutely nothing wrong with a 
purely strategic sports simula¬ 
tion, but your managerial 
control in Action Sports Soccer 
isn't thorough enough to keep 
it interesting for very long. Al¬ 
though you do have a set of 
statistics for each player, the 
choice of stats seems 
a bit odd: There are 
five separate cat¬ 
egories regarding 
fouls and violations, 
but only a single cat¬ 
egory for skill level. 
This provides a 
pretty good indica¬ 
tion of how good a 
particular player is 
at the overall game, 
but offers no way of 
determining indi¬ 
vidual abilities such as drib¬ 
bling, passing, and scoring 
which help you decide the best 
position for that play er. There's 
also an annoying lack of 
coaching functions during ac¬ 
tual game play. Your only real 
option in this area is to make 
player substitutions, and you 
have to be playing in arcade 
mode to do even that much. 

As an action game. Action 
Sports Soccer is fun, but rough 
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around the edges in several 
areas. The graphics, though not 
state-of-the-art, are good 
enough to bring the action to 
life. Unfortunately, the Ad Lib 
soundtrack disappears when 
the action game starts, leaving 




only archaic crowd noises and 
the sound of coaches' whistles 
drifting out of the internal 
speaker. I also didn't like the 
fact that you have no choice 
over which player you control 
(it's always the guy closest to 
the ball), and that you can't 
control your goalie. And be¬ 
cause of some strange selec¬ 
tions, keyboard control is 
highly awkward — a joystick 
is pretty much essential. 

N o single partofthisgame 
is going to win any awards on 
its own, but the combination 
of action and simulation make 
Action Sports Soccer in¬ 
teresting, especially for 
true soccer fans. With a 
couple of additions and 
enhancements in 
sound and managerial 
control. Action Sports 
Soccer would take a big 
step toward becoming 
a premiere soccer game 
for PCs. 
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THE ISLAND OF DR. BRAIN 


LESLIE MIZELL 



he Castle of Dr. Brain was a 
really good game. It was fun to 
play, and if you learned a few 
things in the process, the Sierra 
designers had done their job. 
The Island of Dr. Brain, on the 
other hand, is a great game. It's 
exactly what a sequel should 
be, retaining all the best aspects 
of its predecessor while im¬ 
proving on the shortcomings. 


Theprimary improvement 
in Island of Dr. Brain is that not 
only are the puzzles more edu¬ 
cational, but also more fun. The 
first game's puzzles leaned to¬ 
ward math and science prob¬ 
lems, with a few of what might 
be called "party favorites" 
tossed into the mix — sliding 
puzzles, mazes, hangman, and 
fill-in-the-punchline jokes. The 


You earned a job as lab assis¬ 
tant in Castle of Dr. Brain, and in 
Island you're on your first as¬ 
signment in your new position, 
recovering a battery hidden in 
the core of Dr. Brain's island 
hideaway. But in both cases, 
the plot is merely a framework 
for a variety of brain-teasers, 
ranging from easy hidden- 
word puzzles to connect- 
ing complex circuitry. 

As in the first game, 
there are novice, standard, 
and expert skill levels in 
Island of Dr. Brain. The IgP 


computer programming, 
grammar, chemistry, algebra, 
and music composition among 
its categories. When the in¬ 
struction "encyclopedia" cov¬ 
ers the Fibonacci sequence, the 
works of Stephen King, the dif- 
ference between "amount" and 
"number," and the German 
word for "department store" 
'" ’ is," of course), you 



players of practically any age 
(though the game is best suited 
forplayersl2andup).Dr.Brain 
has given you a "hint watch"; if 
you run into trouble, he gives 
youapushinthe right direction 
— but in expert mode, it” s little 


know you've got some leamin' 

But Island really does make 
knowledge fun, and for every 
puzzle that takes some con¬ 
centration — such as the gene¬ 
alogy experiment or the micro¬ 
chip scanner — there are lots 
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more that you'll want to play 
several times (the chemical 
spectrum analyzer is a particu¬ 
lar favorite). 

The original Dr. Brain was 
enjoyable on every skill level, 
but once you'd played through 
three times, you had pretty 
much seen it all. Island has a 
much greater replay value; al¬ 
though many of the puzzles, 
such as the jigsaw, remain basi¬ 
cally the same, other puzzles 
are different every time you 
play. For example, a categoriz¬ 
ing game may first deal with 
brass, string, and percussion 
instruments,thencoverplanets. 



constellations, and stars the next 
time around. There's also a 
back-up option that allows you 

many times as you want, and 
you often earn a couple of extra 
points by doing so. 

The Island of Dr. Brain is a 
perfect game for kids and their 
parents who enjoy free-form 
learning coupled with rich 
graphics and smooth game 
play. Greater variety and more 
solid educational value make 
The Island of Dr. Brain what all 
sequels should be — better 
games than their predecessors. 
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He's a legend that's 
sweeping the galaxy... 

Roger Wilco, the universe's favorite janitor, has taken the helm of his own 
starship. And that's the good news! Join Roger and an intergalactic 
gaggle of misfit shipmates in the most hilarious adventure on this 
(or any other) planet. Find out why Game Players magazine calls the 
Space Quest series "a prime example of why Sierra is at the top of 
the computer gaming world." 

Pick Hup at your local software dealer, or call: 




1 ( 800 ) 326-6654 


, universe- 
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